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Stage Select Codes 


When selecting a character, you must hold Up or Down and then press the 
corresponding button to choose a particular playing stage. 


STAGE PRESS 


Ice Temple Up + QP 
Infinite Caves Up + MP 
Ice Sculpture Up + FP 
Castle Rooftop Up + QK 
City Rooftop Up + MK 
Desert Rooftop Up + FK 
Wooden Bridge Down + QP 


Blood Bath Down + MP 

Lava Bridge Down + FP 

City Street Down + QK 

Castle Down + MK 

Factory Down + FK 

Air Box Down + MK (both controllers) 
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GAME ВАС 


PLAY BASICS 


The information in this section describes the moves used in the game, and explains the 
directional pad movements and the buttons involved in Killer Instinct. 


SEECIAL MOVES 


Each character has several hidden Special moves. These moves are very powerful and are 
a “must have” for any serious gamer. The moves are performed by combining D-pad 
movements with a particular button press. At first, you may find some of the moves diffi- 
cult to perform, but with a little practice you'll soon be able to unleash these awesome 
attacks at any given moment. Special moves can be split into two categories: body attacks 
and projectiles. 


Вору ATTACKS 


Body attacks are risky moves that require your character to get up close and personal. 
These attacks can inflict a lot of damage, but if they miss, you are left wide open for a 
counterattack. 


PROJECTILES 


Projectiles are less risky, and can be performed at great distances. If projectiles miss, they 
also can leave you open to counterattacks. 


PROJECTILE COUNTER МОШЕ 


Each character has a move that passes through or deflects projectile attacks. If your oppo- 
nent launches a projectile, you should counter with one of these moves. If the counter 
move is successful, you'll pass through the projectile and collide with your opponent 
before recovery can begin. 


THE COMBO/SYSTEM 


One of the things that makes Killer Instinct revolutionary and fun to play is its incredible 
combo system. Unlike other fighting games, К.1.5 characters can perform intense combos 
that dish out an unbelievable number of hits with an amazing flurry of moves. 


What's even more amazing is just how easy it is to create and perform combos after you 
understand the basics of combo building. Each character has pre-set moves that are used 
to start, maintain, and finish a combo. In this book, these moves are referred to as 
Opening moves, Transitional moves, and Ending moves. 


OPENING A COMBO 


To begin a combo, you must connect with a series of two moves, which usually consist of a 
Special move followed by a normal attack, or a jumping attack followed by a normal 
attack. Although the first hit is necessary for the start of a combo, it's really the second 
attack that sets the combo into motion. 


Some gamers may be familiar with the term auto-second, which is the term most people 
use to explain the second attack. Although the auto-second consists of pressing a single 
button, it unleashes 2 to 3 hits. After connecting with an auto-second, you should perform 
either a Transitional or an Ending move. 


KEEPING IT GOING 


If you want to dish out maximum damage during a combo, you need to extend your 
combo with a Transitional move. Typically, a Transitional move is a character's special move. 

But when executed during a combo, the move dishes out more hits than it normally would. 
Transitional moves are the only moves you can use to keep a combo going. Any other hit— 
besides an Ending move—brings the combo to an abrupt halt. 


After performing a Transitional move, you should follow it up with another auto-second. 
Most characters can perform only one Transitional move in a combo, so if you perform the 
move a second time, it will simply end the combo with its normal effect. If you can keep 
the combo rolling, you need to finish off your opponent in grand style. 


ENDING IT WITH STYLE 


Combo endings are usually the most impressive part of a combo. There are several ways to 
end a combo. Typically, most gamers end a combo with an Ending move. An Ending move, 
just like a Transitional move, is a character's special move, but with an amplified effect. 


When an Ending move is unleashed, it pummels your opponent with a series of quick hits 
followed by a Special move. Your opponent will either be knocked to the ground or 
thrown high into the air. If your opponent is thrown into the air, use the time to land an 
additional hit with an Air Juggle. 


DUIS INSULT TO INJURY 


An Air Juggle is an extra hit that can only be executed after a combo and when your oppo- 
nent has been thrown into the air. These moves are difficult to time, but are loads of fun to 
dish out. 


When your opponent begins his descent to the ground, launch the extra hit. Some charac- 
ters can perform infinite Air Juggles. Although it 
can be fun punishing the computer with an infi- 


nite Air Juggle, you should use some discre- 
tion when playing a human opponent. lá eG g^ 
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MAKING SENSE OF LKL L 1 a 


Still confused? Well, think of the Combo System as an equation built of three parts. The 
standard equation can be broken down into the following parts: 


(Opening move + Auto-second) + (Transitional move + Auto-second) + Ending move = 
Total Decimation 


BEWARE THE BREAKER! 


Although long combos may look more impressive than a short 4- or 5-hit combo, long 
combos can be dangerous to perform. Each character has a Combo breaker move, which 
not only stops a combo, but also inflicts a healthy dose of damage to the attacker. The 
only way to prevent Combo breakers is to keep your combos short and sweet. Then, 
when your opponent least expects it, launch a devastating Killer Combo. 


Combo breakers are a serious threat in any matchup. As you progress through a game, 
computer opponents will begin to perform combo breakers on a regular basis. If the initial 
damage isn't enough, characters can add more damage with additional attacks called 
Shadow moves. 


It's important for a dedicated gamer to learn each character’s Combo breakers. Unlike 
other fighting games, if you find yourself getting pummeled during a match, there’s a 
way to save yourself from more harm. Combo breakers allow a gamer to break an oppo- 
nent’s combo. 


Using this theory, you can break combos on the first hit. You can even use a Combo 
breaker on someone trying a Combo breaker on you! Keep in mind that having a 
Combo breaker makes each character's Air Juggle connect three times! 


REVERSE CONTROL MOVES И) 


RCMs аге not exactly “new” fighting moves. They are actually the reverse of a character's 
current moves. For example, Sabrewulf's Spinning Claw is CB, F + any punch. His RCM is 
then СЕ В + МР. Simply put, these moves are accomplished while walking forward instead 
of walking backward, like most attacks in other fighting games. 


SHADOW, MOVES 


Shadow moves are awesome versions of a character's Special moves. These attacks are 
faster and more powerful than their counterparts, but there is a downside: you can only 
perform these attacks when powered up. Most characters can only power up by perform- 
ing a Combo breaker, but Spinal and Sabrewulf have Special moves that have the same 
effect. 


A character's health bar indicates whether that character is powered up. On the right side 
of the bar is a white line, and if it's flashing, that character is powered up. You remain 
powered up until you deplete your opponent's life bar. As powerful as Shadow moves can 
be, they can be tricky to perform. For the ultimate effects, work them into your combos or 
use them on a sneak attack. 


FINISHING IT OFF 


There are many ways to finish off an opponent. Each character has several finishing 
attacks, an Ultra combo, an Ultimate combo, and a Humiliation move. But if that’s not 
enough, some stages have special ways to finish off a weakened fighter. 


DEATH MOVES 


Each character can demolish an opponent with what is often termed a No Mercy move. 
These moves are deadly attacks that can only be performed while the screen is flashing red 
and the commentator is saying “Danger... danger.” If performed correctly, you’re rewarded 
with bonus points, a really cool death scene, and an Ultimate Victory. Plus, it’s a great way 


to bruise your opponent's ego! 

You must be quick to execute a Death Move. While you're preparing to unleash a Finishing 
move, your opponent gets a chance to revive himself for a last-ditch effort to salvage a vic- 

tory. This “second wind” is accomplished by quickly shaking the D-pad and tapping all six 
buttons. If you manage to revive yourself, you're given a minimal amount of health, and 
your attacks inflict a larger amount of damage. 


ULTRA COMBOS 


Ultra combos provide a truly impressive finish to any match. An Ultra combo is an incredi- 
ble flurry of quick hits that can only be done at the end of a match when your opponent's 
life bar is flashing red. What's surprising is that these moves are relatively easy to accom- 
plish. 


ULTRA MOVES 


Each character has an Ultra move that is very similar to a Special move. However, an Ultra 
move can only be performed during a combo, so you must start a combo as you normally 
would, and any time after the first auto-second or before the Ending move, start the Ultra 
move. This sends your character into an automated frenzy, which you can sit back and 
enjoy. 


ШОШ АТЕ COMBOS 


Ultimate combos are a safer way of performing No Mercies. Essentially, what happens dur- 
ing an Ultimate combo is that your character finishes a combo by performing a No Mercy 
on your opponent. Done this way, your opponent doesn’t have an opportunity to revive 
before you can land a lethal blow. 


Ultimates are performed just like Ultras: Start a 

combo, and then finish it with an Ultimate 

move. Ultimates can only be performed lil | = Е” 
while your opponent's life bar is flashing i 


red. 
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Although Humiliation moves may look a little silly, the sheer difficulty of executing one 
makes it that much more enjoyable. 


Humiliations are performed at the end of a match while the screen is flashing red and the 
commentator is saying “Danger... danger.” Humiliation moves are tougher to perform 
than other Finishing moves because you must still have some of your first life bar left at 
the end of the match. 


During a Humiliation, your character commands the other character to dance to some 
groovy disco music. For serious comedic relief, perform a Humiliation move on Sabrewulf. 


BACKGROUND DEATHS 


Just to make things a little more exciting, some of the backgrounds in Killer Instinct act as 
tools of death. Orchid, Spinal, and Cinder all have stages where you can perform a back- 
ground finishing move. All you need to do is knock your opponent off the side of a tower. 
They'll plummet to their death and crash to the ground in a variety of ways. 


There's also a hidden Air stage that you can knock your opponent off of at any time dur- 
ing a match. On the normal stages, you can't send your opponent over the edge until the 
end of the match. 


OVERHEAD ATTACK 


An overhead attack lets you counterattack players that take a crouch defensive posi- 
tion. To attempt an overhead attack, do the following: 


Hold back, FP (when close) 
On newer versions of the game, however, you do the following: 
Hold back, MP (when close) 


You fake an overhead attack, which ultimately lets you attack your opponent from below. 


KNOCKDOWN ATTACKS 


Each character has a move that they can perform that lets them fight back after being 
knocked down. 


Button 
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THE-CONTROLS 


What It Does 


Strong Kick 
Strong Punch 
Weak Kick 
Weak Punch 
Quick Kick 
Quick Punch 


GAME PLAY LEGEND 


ated. The table below lists the abbreviations and the names of the kick or punch. 


For purposes of this book, the names of the various kicks and punches have been abbrevi- Е 


Abbreviation 
QP 
МУР 
QK 
WK 


Name of Attack 


Quick Punch 
Weak Punch 
Quick Kick 
Weak Kick 


Many of the moves require charging, that is, holding the D-pad in a particular position, or 
holding a button down for a matter of two seconds or longer. For example, T.J. Combo's 
Roller Coaster move requires that you charge back for two seconds before pushing forward 
and throwing a Medium punch. Moves that require charging are listed as follows: 


(6) 
=) 


Charge Backward 
Charge Forward 


The D-pad movements are listed as arrows and appear as follows: 


Arrow 
« 


Back 

Down & Back 
Down 

Down & Forward 
Forward 

Charge Forward 
Charge Backward 


What № Means 
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HEIGHT: 5:67 
WEIGHT: 190 
“ңе AGE: 21 


JAGO IS А TIBETAN __ 
WARRIOR-MONK WHO 
CALLS ON THE POWER 
OF THE TIGER TO 
LEARN HIS DESTINY. 
JAGO, OVERSEEN BY 


THE TIGER SPIRI FIGHTING 


STRATEGY 


Jago's combos are tough to 
learn. because most gamers 
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continuously kick him to death. Not wise fighting, so 


JAGO’S SPECIAL 
MOVES 
Green Endokuken _ 
69 + any punch 
Laserblade 
Sy LP FP 
Tiger Fury 
>) у, > + any punch 
Wind Kick 
4, {1 + any kick (anti-projectile) | 
Super Wind Kick 
Hold ЕК, >) №№ + release FK 
RCM Move 
У 
Air Combo 
In the air FK, Sy. «MK 
Air Juggle 
Hold FP, €, T, i,» + release FP 


(when powered up) 


Knockdown Attack 


>) WY) + any punch 44 
[ier 
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COMBO OPENERS 
Wind Kick + FK+MK/QK 


Wind Kick + MK+QK/ 
(ducking) FP 


" Laserblade + QP/(ducking) FP 


EL E) 
Jaco 900000 


LINKER 


Laserblade 
COMBO BREAKER PRIVI 


>) J, N+ Any Punch 
COMBO ENDINGS 


FINISHING MOVES Tiger Fury 
Endokuken + QP 


Tiger Fury 
Wind Kick + MK 


ke,e, =, QP 
Car Crusher 
€, €, m), m). MP 
Ultimate 
€ m ЕР 
Ultra 
*,.L «OK 
Humiliation 
VL, &+мк 


[з — 
јава 000600 


sm т 1 
069850 JAGO 


JUMP -INS & AUTO - SHADOW MOVES 


SECONDS д 
Red Fireball 

QK+QP ЖАРЫ 

Но =, р 
и. + release ЕР 
QP+QK 
FK+MP Shadow Flying Kick 

MK+ (ducking) FP Hold ЕК, =}, Y, {№ + release FK 

MP+FK 


KILLER KOMBOS 


VET а. 
ЕР,МК, +MK 
DIZZY COMBOS ммк ee: 
>) МОК ну 4, МОК mr, ЕР, МК, = y, =) + ЕР 
УМ +ок S LV HK MK S LM 
е) ДР «Ok, € P ДОК оў 4, ЕР, МК, $. y, + MP 
4+ ок МОМКА № + 
In the air, FK, 4. №+ОК, ЕР, МК E, S, =) + ОР 
М +ЕР S, м FK MK S ЕРЕК, 
>) «MK 


4 LP "FK MK, Ar M 
FP,M К, >) 3, Sr, >) ЕР 


AJ LFK, MK, = De + 
ЕР, МК, »), y p, ду) + MP 


S LP + ЕК, MK SiL M + 
ЕР, МК $. «OP 


Jump, MP,FK, S. M - MK 
Jump, MP, FK T, S,» + ОР 
Jump, MP,FK,» 3, *r- FP 
Jump, MP,FK,» „{,,4+ MP 
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Laserblade + QP 


Jump, МРЕК, >) {А+ ОР 


Jump, MP, ЕКА} МЕ-+ЕР,МК, 
SJ «MK 


Jump, MP,FK, Sy. W +FP,MK, 
1,%,”) «ОР 


Јитр,МРЕКЉ ЈА МЕ+ЕР,МК, 
>) + ЕР 


Jump, MP,FK,Sy У №+ЕР,МК, 
») L5 MP 


Jump, MP,FK, S, «FP,MK, 
=> L5 ОР 


Јитр,МРЕК У M -FP,MK, 
м УМОР 


Jump, MP, FK, S T, «FP, MK, 
1,%,е) ЕР 


Јитр,МК ЕР T - MK 
Jump, MK «FP, А + ОР 
Jump, МК «FP,» {+ ЕР 
литр,МК}+ЕР, у 3,5 MP 
Jump, MK FP,» 3, *r- ОР 


Jump, MK «FP, Y, M -FP,MK, 


Sy. - MK 


Jump,MK, «FP, А Y, + ЕР, МК, 


ну + ОР 


Jump, MK,%+FP, N, Y, -FP,MK, 


>) A. FP 


Jump, МК ЕР А У МЕ+ЕР,МК, 


>) {. 5r MP 


Jump, MK, -FP,S WM e ЕР, МК, 


>) 1, SQP 
Jump,FK, MP, №+МК 
Jump,FK, MP, y, =) + ОР 
Јитр,ЕК,МР у У S-FP 
Jump,FK, MP,» {+ МР 
Jump,FK, MP,» {А+ QP 


Jump,FK, MP,S T, «FP, MK, 
Sy «MK 


Јитр,ЕК,МРЉА W -FP,MK, 
1,%,е) ОР 


Jump, FK,MP,V,U,.2+FP,MK, 
>) J, М+ЕР 


Jump,FK, MP,S №+ЕР,МК, 
>). 5 МР 


Jump,FK, MP,S №+ЕР,МК, 
=> J, i ОР 


Jump,QP,QK 
Jump,QP,QK,Sy 3, 9 -MK 
Jump,QP,QK, A, y,» - OP 
Jump,QP,QK, >) „+ ЕР 
Jump, QP,QK,™),U, 49+ MP 
Јитр,ОРОК >], + ОР 


Jump,QP,QK, Sr M «FP, MK, 
Sy LV MK 


Jump, QP,QK, 8, E V «FP, MK, 
Х.У,» “ОР 


Јитр,ОРОКЉ ЈА МЕ+ЕР,МК, 
=> re ЕР 


Јитр,ОРОКЉ АДА МЕ+ЕР,МК, 
>),1,4-МР 


Јитр,ОРОК А V +FP,MK, 
=>, 4, 5+ ОР 


Jump,QK,QP,Sy V MK 
Шштр,Ок,Ор,1,%,>) «ОР 
Јитр,ОК,ОР =} $, Sy«FP 
Jump, ОК, ОР, = „$, + МР 
Jump, ОК, ОР, =} $, 4/+ ОР 
Jump, ОК, ОР, {№ «FP, MK, 


Sy LP «MK 


Jump,QK,QP,S, 3, -FP,MK, 
Х.У,» «ОР 


Jump,QK,QP,S M «FP. MK, 
>). М+ЕР 


Jump, ОК, ОР, № +ЕР, МК, 
>). 5+ МР 


Јитр,ОК, ОР А № + ЕР. МК, 
=>, J, М+ОР 


Jump,FP,MK, S M - MK 
Jump,FP,MK, A, y,» «ОР 
Шштр,ЕР,МК,ғ),1,4--ЕР 
литр, ЕР, МК, =) „+ МР 
Јитр,ЕР, МК, =) {+ ОР 
Jump, ЕР, МК, Y, M +FP,MK, 
~ «MK 
литр, ЕР, МК, Y, V -FP,MK, 
$, =) +ОР 
Литр, ЕР. МК, АД МЕ+ЕРМК, 
>) A. FP 
Литр, ЕР, МК 4}. №+ЕР, МК, 
=> + МР 
Јитр,РРМКЉ АДА МЕ+ЕРМК, 
>). 5 -QP 


УМЕ MK Ar MK 
Si P e FKLMK A A, m) + ОР 
Sy FK. MK P) re FP 
4 P «FK MK, m) + MP 
AJ FK MK P) Sr OP 
Si P + ЕК, MK, Sr М+ЕРМК, 
Si V «MK 
Si LP «FK, MK Sr М+ЕРМК, 
1-%,”) «ОР 
AJ P +ЕК, MK, SIE M +ЕР,МК, 
>) A. e FP 


4 LP FK MK Sr LM FP,MK, 


>) Li MP 


Sy LP FK MK Sr М-ЕРМК, 


>) J, + ОР 
Si, FK OK УД LMK 
Si e FK QK J, w, m) «ОР 
S V FK QK, m) i FP 
УМА ОК E+ МР. 
Sy FK QK, P) Si OP 


“Ул FK QK, S -FP,MK, 
WV «MK 


ALFK. QK, Sr LP +ЕР.МК, 
Х.У,» “ОР 


YJ LFK, QK, S M ЕР, МК, 
=> e FP 


AJ КОКА M -FPMK, 
у У 5i MP 


УМ КОКА М+ЕРМК, 
>) + ОР 


м} мМ+мк,ок,Мм. V MK 
“Ул MK QK Ar m) «ОР 
AJ -MK,QK, = Sr FP 
4 LP -MK,QK,» 4+ MP 
AJE MK,QK, Sr QP 
4. л MK QK, SI LM «FP,MK, 
У «MK 
Sy P -MK,QK,Sr №+ЕРМК, 
+.,%,=+QP 
*i LMK, QK, S {+ ЕР, МК, 
”),1,%-ЕР 
4 {л + MK,QK, S, М+ЕРМК, 
=> + MP 
*i 9 - MK,QK. S ДА МЕРМК, 
=> 1.5 -QP 


WUE + MK ДАРА M MK 
WU + MK PALA =) «ОР 
4%, М + MK e FP m) Sr FP 
ALL +МК, e FP, >) S MP 
“Ул MK ЈЕР) e QP 


Sy LP MK ЈА РРА LM +РР, 
MK, S ДМ «MK 


Sy LP MK AFP Sr ДА МЕР, 
MK, ДА >) + ОР 


Sy LP MK ЕР. № + ЕР, 
MK,» Si ЕР 


Sy LP MK AFP, Sr P + ЕР, 
МК, =) 3, r+ MP 


Sy P MK AFP, S № + ЕР, 
МК, =) 4. i QP 


YJ + ЕР. ОР. № MK 
ti +ЕР.ОР.{. М, >) + ОР 
4 {№ + ЕР, ОР, =) Sr FP 
Sy. + ЕР, ОР, =) 4, MP 
МАМЕА ЕР, ОР, =) i ОР 


VW Л + ЕР, ор {М +ЕР,МК, 
Sy 1 «MK 


Sy LP FP,QP,S LP +ЕРМК, 
1,%,е) “ОР 


Sy LM -FP,QP,S №+ЕР,МК, 
>) A. FP 


Sy P -FP,QP,S J +F, MK, 
>) 1. 5 MP 


AJL -FP,QP,S M -FP,MK, 
> L5 -QP 


S LP FP AFP M LMK 
i FPES FP rm) ОР 
AJ LFP AFP >) Y e FP 
i FP AFP >) S MP 
ДЕР ДЕР и) e ОР 


Sy LM РР, {+ ЕР, ЈА МЕ-+ЕРМК, 


{л «MK 


Sy LP FP AFP, SI {№ +ЕР, МК, 


J.S, = “ОР 


Sy LM FP LFP SYA + ЕР, МК, 


>) М+ЕР 


Sy LM + ЕР. + РА № +ЕР.МК, 


>) + МР 


Si. FPL ЕР... +ЕР,МК, 


-),1,%-ОР 


FULGORE, DEVELOPED BY 
ULTRATECH, IS A PROTO- 
TYPE CYBERNETIC SOL- 
DIER. THIS CYBER- 
KILLER HAS BEEN 
ENTERED INTO THE 
CONTEST AS A 

FINAL TEST OF ITS 1 
CAPABILITIES j 


HEIGHT: 6:57" 
_WEIGHT: 560 
AGE: 1 


FULGORE’S SPECIAL 
MOVES 
Laser Storm 
LS.) + any punch 
2 Laser Storms 
€, € L,,>9+QP 
3 Laser Storms 
>), a, C L3. >), >) +ОР 
Plasma Slice 
>),1,4,») + any punch 
Reflect Shield 
1.9,» any punch 
Cyberdash 
(€),9 + any kick 


Eyelaser 
Si FK 
Plasma-port (front) Air Combo 
6,9,4» any punch In the air + ЕК, 44 M i,» - MP 
Plasma-port (back) Knockdown Attack 
€ L.C + any kick =>, SJS, =} + any punch 
Air Juggle 


=>, C, <, МУ) ОР 
Killer 
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COMBO BREAKER 
>) У, 5i MP (Plasma Slice) 


FINISHING MOVES 
Gun ’Em Down 
JS, +FK 
Death Ray 
WUE, +ЕР 
Humiliation 
C LN +MK 
Ultimate 
*i М «MP 
Ultra 
у «0p 


COMBO OPENERS 


Eyelaser + FK or MK 
Eyelaser + MK or QP 
Cyberdash + QK+QP or MP 
Cyberdash + FK+MK or FK 
Cyberdash + MK+MP or FP 


LINKER 
Eyelaser + FK 


COMBO ENDINGS 


Laser Storm + MP 
Plasma Slice + FP 
Plasma-Port + QP 
Cyberdash + MK 


| женин BEESTE Sara | s 
031500 FULGORE 


SS 
FULGOREOOS39800 


JUMP -INS & AUTO - 
SECONDS 
FP+MK 
QK+QP 
MK+FP 
MP+FK 
FK+MP 
QP+ QK 


SHADOW MOVES 


Hold ЕР, > ‚А. >) + release FP 
Hold ЕК, (4=) , >) + release FK 


KILLER KOMBOS 


(€), +FK,FK, FK, 
ЕК, =) у у) «ОР,МР, or FP 


(€), «FK, FK m, FK, 
(€),FK,»9-MK + Air Juggle 


Jump,FP,MK У, >) + MP 
Јитр,ЕРМК > $, i,» «ЕР 
Jump,FP,MK, € M, € «QP 

Jump,FP,MK,» T, *r-QP (Ultra) 


литр, ЕР, МК, S, 3, M +MP 
(Ultimate) 


Jump,FP,MK, Sr Y, V - FK,FK, 
}%Мм.»),”)+МР 


Jump,FP,MK, S. M - FK,FK, 
>) m + ЕР 


Jump,FP,MK,S V +FK,FK, 
C Ve. CP 


Jump,FP,MK,* JM + ЕК, FK, 
Х.У,» QP (Ultra) 


Jump,FP, МК, JM -FK,FK, 
ву у WM +MP (Ultimate) 


литр, ОК, ОР, y, ») + MP 21 


Јитр,ОК,ОР у] У, «FP 
Jump,QK,QP, € V, +QP 
Jump,QK,QP, >) {+ ОР (Ultra) 


Jump, ОК, ОР. 3, M +MP 
(Ultimate) 


Jump, QK, QP,S № -FK,FK, 
У,» «MP 


Jump,QK,QP,S V -FK,FK, 
>) im) БР 


литр, ОК, ОР, V -FK,FK, 
€ LV, +P 


Jump,QK,QP,S ^ +FK,FK, 
»).3, 5 QP (Ultra) 


Jump, QK, QP, JM -FK,FK, 
4 № «MP (Ultimate) 


Lc ct 


Јитр,МК,ЕР А >) + MP 
Јитр,МК, ЕР, = У y,» + ЕР 
Jump, MK,FP, € ДМ, <=+ OP 


Jump, MK,FP,» „+ OP 
(Ultra) 


Jump, MK,FP, Si, V + MP 
(Ultimate) 


Jump, MK,FP, А M - FK,FK, 
1, + МР 


Jump, МК, ЕР, МЕ+ЕК,ЕК, 
=>, J, S, + ЕР 


Jump, MK,FP, S M +FK,FK, 
€ УМ, (+ ОР 


Jump,MK,FP,4U,.2+FK,FK, 
> U,+QP (Ultra) 


Jump, MK, РРА M +FK,FK, 
4 {Л - MP (Ultimate) 


Jump, MP, FK, y, >) + MP 
Jump, MP,FK,»), У rm) «FP 
Jump, MP, FK, €, +QP 


Jump, MP,;FK,». T, r- QP 
(Ultra) 


Jump, MP,FK, Sy M - MP 
(Ultimate) 


Jump, MP,FK,S №+ЕК,ЕК, 
J.S, +MP 


Jump.MP,FK, S, V -FK,FK, 
»)1,4,е) «ЕР 


Јитр,МРЕК S. M -FK,FK, 
UN, (+ ОР 


Jump, MP,FK, S ЈА МЕ+ЕКЕК, 
» U,+QP (Ultra) 


Jump, MP,FK, S, МЕ+ЕКЕК, 
*y J. - MP (Ultimate) 


Шштр,ЕК,МР,1,4 е) MP 
Jump,FK, MP,» 4, m) «FP 
Jump,FK, MP, €, <=+ОР 


Jump,FK, MP,» 4, Sr- OP 
(Ultra) 


Jump,FK, MP, S, 3, M +MP 
(Ultimate) 


Jump,FK, MP, S M -FK,FK, 
BRUM ESI 


Jump,FK, MP, S, M -FK,FK, 
>) У Sr >) - ЕР 


Jump,FK, MP,S ДА МЕ+ЕК,ЕК, 
€. 4+0P 


Јитр,ЕК,МРА №+ЕК,ЕК, 
> {А+ ОР (Ultra) 


Јитр,ЕК, МР,4, {М +ЕК,ЕК, 
4 УМР-МР (Ultimate) 


Jump, QP, ОК A,» MP 
Јитр,ОРД+ОК „иу У У + FP 
Јитр,ОРДЊОК, € ДМ, <=+ОР 


Jump,QP D QK,» J, + OP 
(Ultra) 


Јитр,ОРЈ ОК SX, M +MP 
(Ultimate) 


Jump,QP. Ок,“ V - FK,FK, 


JS, 9 MP 


Jump, ОР ОК У 3, M -FK,FK, 


=) Y. =) +ЕР 


штр,ОРД-Ок, т МЕ+ЕК,ЕК, 


УМ COP 


Jump, QP.U+QK, S МЕ+ЕК,ЕК, 


> М -QP (Ultra) 


Jump,QPL-QK, S. V -FK,FK, 


4 № -MP (Ultimate) 
4 P FK MK Au Ir m) MP 
Si №+ЕК, MK, m) rm) e FP 
WU «FK, MK, € LP, +QP 


4 {Л «FK, MK P) i OP 
(Ultra) 


Sy 4, «FK MK S EM 
MP (Ultimate) 


S LP SFK MK SLM +ЕК,ЕК, 


J.S, +-МР 


УМА КМ Sr №+ЕК,ЕК, 


>) J, S, =) + БР 


S LP +ЕК, MK SLM +ЕК,ЕК, 


U2, C«QP 


Sy LP FK, MK, SLM +ЕК,ЕК, 


» У, 5r -QP (Ultra) 


* Le? "FK MK Y, J +FK,FK, 


4 л «MP (Ultimate) 
4. FK, QPL) + МР 
4.13 + ЕК, QP) rm) + ЕР 
AJL + ЕК, QP, {= V, 4+ ОР 


4 {М + ЕК, ОР, =) T + ОР 
(Ultra) 


Sy LP +FK OPW № + 
MP (Ultimate) 


AJ «FK, OP, P +ЕК,ЕК, 


Х,У,» MP 


м LP ЕК, ОРУ P +ЕК,ЕК, 


”)1,4/,е) + ЕР 


AJ + ЕК, ОР. P FK,FK, 


€ УМ, (+ ОР 


AJ «FK, OPW P e FK,FK, 


» 1, */ «QP (Ultra) 


P8 411998211919 
~ 9 -+MP (Ultimate) 


(€), =} « QK, QP, 5v, >), =)+МР 
(€), - QK, QP, = А) FP 
(€), «QK,QP, € ДМ, <=+ОР 


(€), 9 « QK, QP, = 4. Si QP 
(Ultra) 


(€), 9 «OK, QP, Sv. J, +MP 
(Ultimate) 


(€), ОК,ОРАДЉМЕ+ЕК,ЕК, 
8r MP 


(<=), )+ОК, QP,Sv {М «FK, FK, 
>) Jt m) «ЕР 


(6), ») +QK, QP, Sv. P -FK,FK, 
€ УМ, + ОР 


(<=), >)+ОК, QP, S. -FK,FK, 
=) + ОР (Ultra) 


(<=), >) -ОК,ОРА M -FK,FK, 
4 {№ + MP (Ultimate) 


({=), >) +ОК, MPAL Ar, >) + MP 
(<=), =)+ОК, МР, = Ану ЕР 
(€), + ОК, MP, € ДМ, <=+ ОР 


(<=), )+ОК, MP,» + ОР 
(Ultra) 


(€), « ОК, MP, S4 № + 
МР (Ultimate) 


(€),9 + ОК, MP, АД №+ЕК,ЕК, 
4. \,>)+МР 


(€), - ОК, МР, №+ЕК,ЕК, 
> ду >) +ЕР 


(<=), = ОК,МРА № +ЕК,ЕК, 
UN, <=+ОР 


(<=), + ОК, MP, N М +ЕК,ЕК, 
>) {+ ОР (Ultra) 


(<=), >)+ОК, МР М +ЕК,ЕК, 
*y № + MP (Ultimate) 


(€), и) «FK, MK, ur, >) + MP 
(€), «FK, MK,» у ЕР 
(6), 99 «FK, MK, € V € «OP 


(€), - FK, МК, >) $, S QP 
(Ultra) 


(€), «FK, MK, S J + 
MP (Ultimate) 


(€), «FK,MK, S M -FK,FK, 
J.S, +MP 


(€), «FK, МКМ +FK,FK, 
») 1%,-) «ЕР 


(€), «FK, MK, Y, -FK,FK, 
6. Л, C«QoP 


(€), +ЕК,МК,4, 8, М + ЕК, ЕК, 
> 1, *5/-QP (Ultra) 


(€), «FK, MK, S -№+ЕК,ЕК, 
“1. -MP (Ultimate) 


(€), - FK,FK А А) - MP 
(€), «FK, FK, m) 0,4, у + ЕР 


(€), «FK, FK, ДМ, € ОР 


(6), и) «ЕК,ЕК,-),1,%-ОР 
(Ultra) 


(€), «FK, FK, Sy, 3. + 
MP (Ultimate) 


(©). 9 FK, FK, {М +FK,FK, 
“У, = + МР 


(€), +ЕК,ЕК Y, -FK,FK, 
=) 1,4,е) «ЕР 


(<=), ну «FK, FK, Sy, P -FK,FK, 
€ Le. (+ ОР 


(€), «FK, FK Sy, +ЕК,ЕК, 
=> У *-QP (Ultra) 


(€), -FK,FK, S М-+ЕК,ЕК, 
4 LP «MP (Ultimate) 


(€), + MK, MP >) + MP 
(€), +МК, MP,» 4, М, >) «FP 
(€), MK, МР, € №, +QP 


(4=), и) -МК,МР = + ОР 
(Ultra) 


(€), MK, MP, Sy. T, M + MP 
(Ultimate) 


(€), + МК, MP, Sy M -FK,FK, 


1,%,е)-МР 


(4), - MK, MP, S M +FK,FK, 


=) 4. М, =) «ЕР 


(<=), >)+МК, МР. № +ЕК,ЕК, 


C УМ Cop 


(€),9 + MK, MP, Sy, P -FK,FK, 


=) + ОР (Ultra) 


(<=), >)+МК, МРЉА МЕК, ЕК, 


>) WL, € MP (Ultimate) 
(€),>)+MK, FPL, y, =) - MP 

(€), + МК, ЕР, =) Д,%,е) «ЕР 

(4=),>)+МК, FP, € ДМ, € ОР 


(€), +МК, ЕР, =) 3, 49+ QP 
(Ultra) 


(<=), >) + MK,FP,Si ДМ + 
МР (Ultimate) 


(<=), =)+ MK,FP,Si {М +FK,FK, 


1,%,”)«МР 


(€),9 « MK,FP,r P +ЕК,ЕК, 


>) |) +ЕР 


(€),  MK,FP,Sr M -FK,FK, 


UL, C€«QP 


(<=), >) - MK,FP,Si M +ЕК,ЕК, 


» 3, 5(-QP (Ultra) 


(€), + МК, ЕР. M -FK,FK, 


4 {4 №+МР (Ultimate) 


HEIGHT: 5:67 
WEIGHT: 125 


ORCHID IS A SECRET = 
ECC АСЕ: 23 


AGENT OUT TO INVESTI- 
GATE THE MYSTERIOUS 
DISAPPEARANCES THAT 
SURROUND THE 
ULTRATECH CON- 
TEST. LITTLE IS 
KNOWN ABOUT 
ORCHID BECAUSE 


HER TRUE Orchid can hit her oppo- 
IDENTITY AND 4 nent with her overhead 
ABILITIES A РГ | attack from the greatest dis- 
tance of any character. Not only 
does it cover the longest, but it's 
also one of the fastest. 


FIGHTING 
STRATEGY 


Orchid can do her combos three differ, 
ways, so choose the one with which yog 

feel most comfortable. Jumping with a Не 
punch is similar to Spinal, because they bo 
swing their sword or wand, which beats out a 
punch or kick that anyone else 


the person.coming awe from 


Orchid’ $ (и Morph | is an anti 


drawback i is this gives your opponent a lot of time to brea к 
combo breaker. If this occurs on a regular basis, use is | 


ORCHID’S SPECIAL 
MOVES 
Fire Cat 
(=), + any punch 
Niguu Giri 
РА А” 22; 
Ichi (М-бап) | 
4 УМР-ОР or MP 
Flik Flak 
(),”) + any kick 
Lasaken 
J.A. + any punch 
Knockdown Attack 
(€),= + any kick 
Air Juggle 
“Му, у ОР 
Air Combo 
In the air + FK, =, UW, € «MP 


OOOOOO ОР Еу] oooooo 


hitler 


(instinct 


COMBO BREAKER 
<=, >) «Any Kick 


FINISHING MOVES 


Fairy Tale Finish 
J.=. +QK, FK 
The Flash (near) 
и) =, QP 
Ultimate 
е), i V G+ MK 
Ultra 
(€), «MP | 
Humiliation 
=) WD, € +ЕР 


COMBO OPENERS 


Ichi (Ni-San) + QP(x3)+QK or MK 
Fire Cat + MP+FP or MK 
Ichi (Ni-San) + MP+QK or MK 


LINKER 
Flik-Flak + FK 


COMBO ENDINGS 


Spinning Sword + FP 
Niguu Girl 
Lasaken + FP 
Flik Flak + MK or QK 


LLL 
ORCHID O76400 


C жете nurse = = 
for a60 


озеооо “ORCHID JŽ ORCHID 025: 


JUMP -INS & AUTO - 
SECONDS 
FP+MK 
MP+FK 
QP+QK 
MK+FP 
QK+QP 
FK+ (ducking) MP 


DIZZY COMBOS 


\?+ЕР,»)+ОР,ОР 
(<=), =)+МРЕК, =, S, M - MP 


SHADOW MOVES 


>) SJ, +MP 
Hold ЕР,(Ф=),») + release ЕР 


KILLER KOMBOS 


(€), +ЕК, (4), ОР, =) «FK, (€), QP, 
> + ЕК, (<=), ОР, тә - QK, MK,or FK + 
Air Juggle 


(€), +ЕК, (€), ОР, =) «FK, (€), ОР, 
»)«FK, (=>), €» MK, ОР, =) Si V + 
мре), ФЕР + Air Juggle 


Jump,FP,MK, S МЕ+ЕР 


Jump,FP,MK, ЈА y,» FP 


Jump,FP,(€«), MK,» MK 


Литр, ЕР, (<=), MK,» + МР 
(Ultra) 


Литр, ЕР, МК, =) У ДМ, «+ MK 


(Ultimate) 


Jump, FP,MK,4,0,.2+MP,MK, 
+ 87613: 


Jump,FP,MK, Sy, + МР, MK, 
Х.У,» + ЕР 


Jump,FP,MK,Sr АМ+МР, (<=), 
МК, =) + МК 


Jump, ЕР, МК, АД №+МР, (<=), 
МК, =) + MP (Ultra) 


Jump, ЕР, МК, Sr X. M +MP, MK, 
ву WL, @+MK (Ultimate) 


Jump, MP, FK,4,U,.2+FP 
Jump, MP,FK Jy,» «FP 
Jump, МР, (€), ЕК, тў + MK 


Литр, МР, (<=), FK,» MP 
(Ultra) 


Killer 


(nstinct | 


Jump, MP,FK,», S Y, ^, @+MK 
(Ultimate) 


Jump, MP,FK,Sy {+ MP,MK, 
Si p e FP 


Jump, MP,FK, S. V + MP, MK, 
Х.У,» + ЕР 


Jump, MP, FK,4,U,.2+MP,(€), 
MK,»)4MK 


Јитр,МРЕК А 3, M - MP, (<=), 
MK,» + МР (Ultra) 


Jump, MP,FK, S. T, M МР, МК, 
ву УМ, @+MK (Ultimate) 


Jump, QP,QK, У M «FP 
Шштр,ОР,ОК,1,%,-) «FP 
Jump, QP,(€),QK,=}+MK 


Jump, QP,(€),QK,=}+MP 
(Ultra) 


Jump, QP, QK, = УМ, € MK 
(Ultimate) 


Јитр,ОРОК АЈ МЕ+МРМК, 
Sy LP FP 


Jump,QP,QK, S. V +MP, MK, 
фи) + ЕР 


Jump,QP,QK,*r. M + MP, (<=), 
MK,» + МК 


Jump,QP,QK,Sr M + МР, (4=), 
MK,» «MP (Ultra) 


Jump,QP,QK, Sy. L9 МР, MK, 
=) ој УМ, € «MK (Ultimate) 


Jump, МК, ЕР. ДМ - FP 
Jump, МК, ЕР. А У «FP 
Jump, MK,(€&),FP, P9 "МК 


Jump, MK, (€), ЕР, 9+ МР 
(Ultra) 


Jump, МК, ЕР, =) Аи №, € MK 
(Ultimate) 


Jump, МК, ЕР. - MP,MK, 
МЕР 


Jump,MK,FP, N, {+ МР, МК, 
4, ЕР 


Jump, MK,FP, Sy {+ MP,(€«), 
MK,»)-MK 


Jump, MK,FP, N, 4,2 - MP, (4), 
МК, =) +МР (Ultra) 


Jump, МК, ЕР, №-+МР,МК, 
= ој УМ, <=+МК (Ultimate) 


Јитр,ОК,ОР А LV «FP 
Јитр,ОК,ОР ЈА, >) +ЕР 
Jump, QK,(€),QP,>}+MK 


Jump, ОК, (<=), ОР,» + МР 
(Ultra) 


Јитр, ОК, ОР, =) УМ, <=+ МК 
(Ultimate) 


Jump,QK, QP,S V - МР, MK, 
i, e FP 


Jump, QK, QP, N. {+ МР, MK, 
фи) +ЕР 


Jump,QK,QP, S P + МР, (<=), 
МК, >) + МК 


Jump,QK,QP, Sv... V + МР, (<=), 
MK,» «MP (Ultra) 


Jump,QK,QP,Sy {+ МР, MK, 
ну о УМ, @+MK (Ultimate) 


Jump, FK,0+MP,4U.2+FP 
Шшпр,ЕКД.-МРД,%,-)--ЕР 


Зитр,ЕК + МР, = ДМ, + 
MK (Ultimate) 


Jump, FK +MP, Y, {+ МР, МК, 


Sy e FP 


Jump, FK,£+MP,&,0,.2+MP,MK, 


J.A, >) FP 


Jump,FK $+ МР, T. - MP, (€x), 


МК, >) MK 


Литр,ЕК {+ МР. № + MP, 
(€), MK,» MP (Ultra) 


Jump,FK «MP, Sr V - MP,MK, 


>) о УМ, € MK (Ultimate) 


УМОР МОРУ Y. + 
ОРОК 


4.12 +0Р,%, МОРУ Y. + 
ор ок,“ ^ «FP 


4.12 - QP,Sr Y, - QP, i Y. 
ор, ОК,1,%,-) «FP 


Si ^ + QP, S МОРУ М + 
QP,(€«), QK,»- MK 


4.12 - QP,Si Y. - QP, + 
ОР, (4=),ОК,=)+МР (Ultra) 


*y e - QP,Si МОРА № + 
ОРОК, >), {№ € - MK 
(Ultimate) 


4 e - QP,Si {М + ОР. {+ 
QP,QK, S. ЉМ-МРМК {№ + 
FP 


Sy V QP/i М + ОР. + 


QP,QK, S. LP - МР, MK Sr, >) + 


FP 


y {2 - QP,Si МУ - QP, Si № + 
QP,QK, Sr. P +MP, (€x), МК, т) + 


MK 


Si, ^ - QP Si, - QP, Si М + 
QP,QK,*y. LP - МР, (<=), МК, = + 
MP (Ultra) 


Sy e + QP,Si МОРА № + 
= ОР, ОК,<,. XV «MP,MK,»,*r. ДТ. 
" №, € «MK (Ultimate) 


(=), >) « МР, ЕР. «FP 
(<=), >) +MP, FP Rr, >) +ЕР 
(6), >) + МР, (<=) ЕР, =} +MK 


(€=), =} +MP, (=), FP, -МР 
(Ultra) 


(€), >) + МР, FP, =, i. G+ 
сео MK(Ultimate) 


(+=), >) + МР, ЕР,  ЉМ+-МРМК, 
Sy Lo FP 


(<=), + MP,FP,*r 4, +MP, MK, 
A «ЕР 


(<=), =+ MP,FP, Sr. +MP, (6), 
MK,»-«-MK 


(<=), » + МР, ЕР,<%, {12+ МР, (=), 
МК, >) + MP (Ultra) 


(€), + МР, FP, N, - МР, MK, 
=) VL, @+MK (Ultimate) 


(<=), = +MP, MK, S, LM FP 
(<=), 4 MP,MK 4, m) FP 
(€), + МР, (<=), МК, 9+ MK 


(<=), » + MP.(€), MK,» MP 
(Ultra) 


(€), + МР, MK, = Si V, € 
MK (Ultimate) 


(<=), =) + МР, MK, S. P - MP, 
MK, S. №+ЕР 


(€), » + MP,MK, S. +MP, 
MK, Sr, +ЕР 


(4), » + MP, MK, {+ MP, 
(€), MK,» + MK 


(<=), > + МР, M K, S, f. - MP, 
(<=), МК, + MP (Ultra) 


(€), + МР, MK, Si V MP, 
МК, >) ^, € - MK 
(Ultimate) 


\ у - MP,QK, Si. «FP 
y LV -MP,QK L,Y, >) +ЕР 
“У ^ - MP, (€), QK, 9 «МК 


4 LMP, (<=), ОК,» + MP 
(Ultra) 


AIMP OK, ЕМ, + 
MK (Ultimate) 


AJ. MP,QK, Sy. +MP, MK, 


4 Y, FP 


4 4 MP,QK,Sr {10+ МР, МК, 


У,» «ЕР 


AJ +MP, QK, {М + МР, 
(€), МК, =) - MK 


AJ LMP QK, Si - MP, 
(<=), MK,» MP (Ultra) 


Sy f. «MP,QK Sr P MP,MK, 


WL, € MK (Ultimate) 
м} 4 MP,MK, Sr P +ЕР 
Sy f. MPMK Ar, >) +ЕР 
4, 4 МР, (<=), MK, m) MK 


Si {+ МР, (<=), МК, =) - MP 
(Ultra) 


AMP MK, =, N, J,e, + 
MK (Ultimate) 


4 ^ -MP,MK,Sr +MP, МК, 


Sy P FP 


4 4 MP,MK, S Л?>МР,МК, 


4.5, >) + БР 


4 ^ MP,MK, Si V МР, (4), 


МК, +МК 


“+ MP,MK Sy e MP, (+), 


МК, >) + MP (Ultra) 


% L4 MP,MK, 4,4. №+МР.МК, 


ву ој УМ, (+ MK (Ultimate) 


HEIGHT: 6’2” 
WEIGHT: 280 


CHIEF THUNDER IS A MYS- та. е AGE: 42 


TICAL PROTECTOR OF 
NATIVE AMERICANS. HE 
ENTERS THE CONTEST 
TO SOLVE A MYSTERY 
SURROUNDING HIS 
BROTHER'S DISAP- 
PEARANCE DURING ` 
LAST YEAR’S 4 
TOURNAMENT. | 


Chief Thunder's Phoenix 
can be directed downward 
for the first few seconds after 
you launch one. He can throw a 
Flying Mohawk up in the air, and 
then come down with a Tomahawk 
Chief Thunder's Spinning 
| ісігсііе right 


combo throws three Phoenixes re | 
down and releasing the button, Chief ТҺ 
Phoenix. £ o] 


When playing against the computer, on y we 

nent is at a great distance, which usually m: kes 

you. From there, you can block the jump and ki 
kick forward and perform an Air combo. 


fr you can Jump 


CHIEF THUNDER’S 
SPECIAL MOVES 


Sammamish — 


> = Bf '* = 3 
OO7OOOTHUNDER THUNDEROO1000 


1:2, + МРОР or 
>), WL, € + FP 


Triplax x 
(<=), =>) + any punch mi 
Tomahawk | x x 
ву ој УМ, @+FP (in the air) ` 
Phoenix x 


US.) + any kick т 
RCM Move 
(>>), € « MP 
Air Combo 
In the air-FK,»,*r P, 4+ МР 
Air Juggle 
“МОК 
Knockdown Attack 
(€), «FP 


Killer 


(instinct 


COMBO BREAKER 
1-2, + any punch 


FINISHING MOVES 


Thunder of the Gods 
Х.А, нў «ЕР 
Blazing Tomahawk 

>) WL, € FK 
Exploding Tomahawk 
4,6,» (ОК ог МК) 
Ultimate 
D+ MP 
Ultra 
<=, «OP 

Humiliation 

Б АА 24915 


COMBO OPENERS 
Sammamish + QP + QP/FK 
Tomahawk + WK/MP 
Triplax + MP+MK/QP 
Triplax + QP+MP/FK 
Triplax + FP+MP/FK 


LINKER 


Reverse Triplex + QP 


COMBO ENDINGS 
Sammamish + MP + FP 
Phoenix + FK 
Triplax + FP 


EJ 


lO11250THUNDER 


О сү о} 
11.56OOTHUMDER 


JUMP -INS & AUTO - 
SECONDS 


FP+MK 
MP+FK 
QK+QP 
FK+MP 
QP+QK 

MK+ (ducking) FP 


SHADOW MOVES 


Shadow Tomahawk Dive 
Hold FP,in the air, =, S Ue, {= + 


release FP 


Mini Phoenix 
Hold МК, «V, Sr,» + 


release MK 


KILLER KOMBOS 
ЕР, МК, =) ЕМ, (+ МР 


FP,MK,™), Љу ЕМ, € «FP 
ЕР, МК ЈА m «ЕК 
ЕР, (<=), MK,» «FP 


ЕР, (+=), MK,» - QP (Ultra) 


FP,MK,*y. T, ^ - MP (Ultimate) 


ЕР, (»)), MK, МР У АДАМ, € 
МР 


ЕР, (=), MK, € « MP, =, S, №, (a+ 
FP 


FP,(=)), MK, € « MP. Sy, m) ЕК 
ЕР, (=), МК, (4=)+ MP, P9 «FP 


ЕР, (тў), МК, (<=) + МР, + ОР 
(Ultra) 


ЕР, (=), MK, 6+ MP,Sv. ^ - MP 
(Ultimate) 


МРЕК, = V, € « MP 
MP,FK,™), у ЕМ, € FP 
МР,ЕК,1,%,) «FK 
МР, (4=), FK, m) «FP 


МР, (<), FK,» +ОР (Ultra) 


Killer 


(netinct 


MP,FK,*y. ^ +MP (Ultimate) 


MP,(»)),FK, € « МР, >) у ^, € 
+MP 


MP,(»)), FK, <=+ МР, =, S, №, < 
+FP 


МР, (»)), FK, € MP, y, >) +ЕК 
38 
МР, (=), ЕК, (6=)+ МР, >) «FP 


МР,(ғ)),ЕК,((ч)-МР,е)-ОР 
(Ultra) 


МР, (тў), ЕК, 6+ MP, АДА М+МР 
(Ultimate) 


ОК, ОР, =), {№ € MP 
QK, QP, =}, y ЕМ, G+ ЕР 
ОК,ОР А, + FK 
ОК, ОР.МК, =) «FP 
ОК, (4=), ОР.) QP (Ultra) 


ОК, ОР, =, №, € - MP 
(Ultimate) 


ОК, (>), ОР, € +MP, =) №№, 
€ «MP 


QK,(»)), QP, + МР, =) Ene, {= 
+FP 


ОК, (9), QP, + МР, Sy, +FK 
ОК, (59), ОР, (4=)+ МР, =) «ЕР 


ОК, (»%),ОР, (4) + МР, =ў+ОР 
(Ultra) 


ОК, (>>), QP, € « MP, {+ MP 
(Ultimate) 


FK, МР, =è, S, V, (+MP 
FK, МР, =), ЕМ, e FP 
FK, MP, =>) «FK 
FK, (<=), MP,» FP 
FK,(€=),MP,=}+QP (Ultra) 
ЕК, MP,Sy ДМ, - MP (Ultimate) 


FK, (=), МР, {=+ MP, > i ДМ, < 
+MP 


ЕК, (тў), MP, € - МР, =) У ДМ, «= 
+FP 


FK,(™)), MP, € - МР, А, >) - FK 


ЕК, (),МР, (=) + MP, =) + ЕР 


ЕК, (=), МР, (+=) + МР, >) + ОР 
(Ultra) 


ЕК, (=>), MP, €-- MP, Sy. А М+ МР 
(Ultimate) 


ОР,ОК,»), ЕМ, («+ МР 
ОРОК у ЕМ, € + ЕР 
QP QK y, >) «FK 
ОР, (=), ОК, = «FP 
ОР, (=), ОК, >) “ОР (Ultra) 
ОРОК, S.L. - MP (Ultimate) 


ОР, (=), ОК, 4+ МР, =, S, Y. V, 
€ MP 


QP,(»),QK, <=+ МР, >) 4, у, 
€ FP 


ОР, (>), ОК, + MP. i, >) +ЕК 
ОР, (=), ОК, (€) MP, >) + ЕР 


ОР, (>), ОК, (4=)+ МР, >) + ОР 
(Ultra) 


ОР, (=), ОК, + МРЉА 4,2 +MP 
(Ultimate) 


MK ДЕР) У 3, №, € МР 
МК, {-+ ЕР, =, Y, №, (+ ЕР 
MK $FP М, m) FK 


МК, {+ ЕР... №+МР 
(Ultimate) 
In the air, 


UL, + FP WK) №, + 
MP 


In the air, 


1-2, + FP WKY №, € 
FP 


In the air, 


ДМ + FP WK UY, m ЕК 


In the air, 


UNS, + FP, (=), WK, m «FP 


In the air, 
XL. + FP, (4) ЛУК, +ОР 
(Ultra) 


In the air, 


JL. + FP WKY V 
MP (Ultimate) 


In the air, 
ХА, + FP, (>>), WK, 6+ МР, >, 
*i УМ, € MP 


In the air, 
XL, + FP, (=), WK, 6+ МР, >, 
WU, + FP 


In the air, 
JL, + FP, (9), WK, + 
МР А m +ЕК 


In the air, 


Le, <=+ЕР, (=) WK, (6) + 
МР, тў «FP 


In the 


air Ue, <=+ ЕР, (=>), WK, (<=) + 
MP,=)+QP (Ultra) 


In the 
air, V. € «FP, (>), WK, € « MP, 
4 .1/2-МР (Ultimate) 


In the air, 


UL, + FP,MP, >) УМ, € MP 


In the air, 


UC, <=+ЕР, МР, P) №, G+ ЕР 


In the air, 


J, CH FPMP Anm +ЕК 


In the air, 


UN, @+FP,(€),MP, FP 


In the air, 


Le, <=+ЕР‚ (44), МР, >) «ОР 
(Ultra) 


In the air, 
ДМ, + FP,MP.W MP 
(Ultimate) 


In the air, 
Xe, <= +ЕР, (=), МР, + МР, =, 
Sy УМ, € MP 


In the air, 
ДМ, 4=+ЕР, (>), MP, + МР, >, 
WU, + FP 


In the air, 
ХЛ, € «FP, (>), MP, + MPL, 
Ay») FK 


In the air, 


JL, +FP,(>)), MP, (<=) + МР, > 
+FP 


In the air, 
J. G+FP, (>>), MP. (€) MP, 
+QP (Ultra) 


In the air, 
Ue, € «FP, (>), МР, € - MP,Sy, 
{м +МР (Ultimate) 


(€),9 -МРМК Ју ДМ, € 
МР 


(4=), >) -МРМК А ЈА АМ, G+ 
FP 


(€), МРМК ЈА, m) +ЕК 
(<=), (>))-МР,МК,4«-ЕР 


(<=), (>)+МР.МК, € -QP 
(Ultra) 


(€), » MP,MK, S М, + 
MP (Ultimate) 


(€, (9) 2 МР, MK, € MP, >) ,4у, 
4-м. <=+МР 


(+=), (>) )+ МР, МК, € - МР, >) ‚А, 
UL, <= +ЕР 


(<=), (у) + МР, МК, € MP А, =) 
+FK 


(€=),(=))+MP, MK, + MP, Sy, 
LV -*MP (Ultimate) 


(€), - MP,QP, УЉУ ЕМ, € - MP 
(€), >) + МР, ОР, =) S, P € FP 
(€), +MP, QP; E, i, >) ЕК 
К о-мвовег 
(€=),(=))+MP, QP, + QP (Ultra) 


(6), = +MP, QP, S4, +MP 
(Ultimate) 


HEIGHT: 5711” 
San WEIGHT: 400 
IS STRICKEN WI E AGE: 45 


FIGHTING 
STRATEGY 


Sabrewulf's moves consist 
mainly of charging back- 
ward and forward. When he is 
powered-up (either by perform- 
ing a Howl or a Combo breaker), 
his spinning claw is doubled and his 
leaping claw doesn't stop until he gets 
to his opponent (or if he gets hit). Use 
Sabrewulf's running slash to stun an 
opponent that jumps at you. This enables 
you to get a free howl in right after the hit. 
When defending yourself from an attack, 
remember to duc any projectiles (except 
for Orchi ief Thu us, and Riptor's air 


When battling Riptor, in the head 
especially if he's in a def ' se he can't 
block it. But keep in mind t lock his low 
attacks at that distance either. 


When your opponent jumps over you and kicks you on the way 
up, counter with »»,€««MK for a claw hit. And when any character 
tries to teleport behind you, throw a S ing Bat. The bat actually 
changes direction in mid-flight, passes you, ‹ your opponent! 
Cool trick. 


Two characters, Fulgore and Eyedol, can actually steal S 
absorbing them. Against Fulgore and Eyedol, practice 2- апа: 

Combos, which not only take a healthy chunk of your opponent's e 
but also let you practice combos. : 


nergy away, 


P 


(= Nf La | 
O00000 SABREWULF SABREWULF O00000 


Sabreroll 
(),-9+QK 
Sabrecut 
(6) « MK 
Howl 
Sy 57344 
RCM Move 
(>>), € « MP 
Knockdown Attack 
(<=), >) + any kick 


Air Combo 


In the air + FK, €&«MK or in the 
air + МК, C«QK 


Air Juggle 
(€), «FK 


SS | 
OO4OOO SABREWULF 


COMBO BREAKER 
<=, >)+апу Kick 


FINISHING MOVES 
Pounce 
=, €, * MP 
Disembowler 
€, €, MK 
Ultimate 
Ф А +ЕР 
Ultra 
>), +QK 
Humiliation 
>), =), =) + ОР 


COMBO OPENERS 


Sabrepounce + MP/QP 
Sabreroll + FP/MP 
Sabrecut + MP/FK 


LINKER 
Sabrespin + MP/QP 


COMBO ENDINGS 


Sabrespin + QP 
Sabrepounce 
Sabreroll 
Sabrecut 


| шшш ЫНЫН И етом, 
9064750 SABREWNULF SABREWMULFO12100 


JUMP -INS & AUTO- 
SECONDS 


FP+MK 
FK+MP 
QK+QP 
MK+FP 
MP+FK 
QP+QK 


SHADOW MOVES 
(=), =) +ЕР 


KILLER KOMBOS 
FP,(»?), MK, €=+QP 


ЕР, (<=), MK,» FK 
ЕР, (<=), MK, »-QK 
FP,(>)), MK, €+QK (Ultra) 


FP,MK, €, P 3, У, =) +ЕР (Ultimate) 
ЕР,(>ў), MK, {=+МР, (<=), QP, 9 - QP 


ЕР, (>), MK, <=+ МР, (<=), ОР, тў FK 

ЕР, (=>), MK, 6=+МР, (<=), QP,» -QK 

ЕР, (>), MK, «+ МР, (тў), QP, € - ОК 
(Ultra) 


ЕР, (=), MK, «+MP, (<=), QP, МЕ, 
4у > ЕР (Ultimate) 


ЕР, (29), MK, 6+ МР, (=), МР, у +ОР 
FP,(=)), MK, € - МР, (<=), MP,» 45 
«ЕК 


FP,(=)), MK, € -MP,(€), MP,» +ОК 
FP, (>$), MK, €-MP,(»9), MP, -QK 
(Ultra) 

ЕР, (у), MK, €- МР, (4), MP, 
€. S m FP (Ultimate) 
ЕК, (4), MP,» + ОР 


Killer 


(instinct 


ЕК, (<=), MP,» «FK 
ЕК, (=), МР, >) +ОК 
ЕК, (№9), MP,€#+QK (Ultra) 


ЕК, МР, 4 № 4. m + FP 
(Ultimate) 


FK,(=)), MP, + МР, (=), ОР, 
>) + ОР 


FK,(=)), MP, <=+ МР, (<=), ОР, 
>) + ЕК 


ЕК, (>), МР, € + МР, (<=), QP, 
>) + ОК 
ЕК, (7), МР, + МР, (тў), QP, 
+QK (Ultra) 


ЕК, (у), MP, € MP, (4), QP, 
€. S, m +ЕР (Ultimate) 


ЕК, (ў), MP, - MP, (€), МР, 
>) + ОР 


ЕК, (=), MP, € MP,( €), MP, 
»-FK 
ЕК, (тў), MP, €&- МР, (4), MP, 
>) + ОК 
ЕК, (ў), МР, €-- MP, (=), MP, 
@+QK (Ultra) 


РК, (>), MP, € - МР, (<=), MP, 
«м L.S» FP (Ultimate) 


ОК, (6=), ОР, =)+ QP 


ОК, (<=), ОР,>)+ЕК 
ОК, (<=), ОР, +ОК 
ОК, (>), ОР, @+QK (Ultra) 


ОК, ОР, 4 7, + ЕР 
(Ultimate) 


ОК, (=), QP, - MP,(€), ОР, 
>) + ОР 


ОК, (>), ОР, 6+ МР, (€=), QP, 
>) +ЕК 

ОК, (ў), ОР, +MP,(€=),QP, 
>) + ОК 

ОК, (>>), QP, + МР, (=), QP, 


+QK (Ultra) 
ОК, (=>), QP, + MP, (€), QP, 


ka V, ум > +ЕР (Ultimate) 


ОК, (=>), ОР, 6+ МР, (<), МР, 
>) + ОР 


ОК, (>), ОР,  - МР, (6), MP, 
>) + ЕК 


ОК, (>), QP, € - МР, (<=), MP, 
»-QK 
ОК, (>), QP, € - MP, (т), MP, 
@+QK (Ultra) 


ОК, (=), ОР, € - МР, (<=), MP, 
€, VP FP (Ultimate) 


МК, (<=), FP,=)+QP 


МК, (%=), FP,=)+FK 
MK,(€),FP,>}+QK 
МК, (=>), FP, <=+ОК (Ultra) 


MK, FP, €, {,,<, >) + ЕР 
(Ultimate) 


МК, (99), FP, €=+MP,(€),QP, 
>) + ОР 


МК, (95), FP, 6+ МР, (<=), ОР, 
>) +ЕК 

МК, (=), FP, €&- MP,( €), ОР, 
>) - ОК 

МК, (9), FP, €<+MP,(™)),QP, 


@+QK (Ultra) 


МК, (>) FP, + МР, (<=), ОР, 
«21,4, m +ЕР (Ultimate) 


MK, (»),FP, + МР, (<=), MP, 
>) -QP 


МК, (=>), FP, &+ MP, (<=), MP, 
»-FK 

MK, (=), FP, € - MP,(€«), MP, 
»)?-QK 

МК, (=), FP, + МР, (тў), MP, 


€ 4 QK (Ultra) 
МК, (=>), FP, € - MP,( €), MP, 


€, I m «ЕР (Ultimate) 


МР, (64), FK,» -QP 


МР, (6), ЕК, тў «FK 
МР, (4), FK,» «QK 
МР, (тў), ЕК, <=+ОК (Ultra) 


МРЕК, € M Дан) + ЕР 
(Ultimate) 


МР, (и), ЕК, <=+МР, (€), ОР, 
>) + ОР 

MP, (9), FK, {+ МР, (4), ОР, 
>) +ЕК 

МР, (=), FK, 6+ МР, (<=), ОР, 
>)+ОК 

МР, (=), FK, {+ МР, (=>), ОР, 


<=+ОК (Ultra) 
MP, (>), FK, <=+ МР, (+=), ОР, 


€, Vr >) FP (Ultimate) 


МР, (тў), FK, € MP, (€), MP, 
>) + ОР 


МР,(>ў),ЕК,«=+МР,(«=),МР, 
>+ЕК 


МР, (=>), FK, 6+ МР, (4), MP, 
»)-QK 


MP,(»),FK, + МР, (7), MP, 
@+QK (Ultra) 


МР, (>), ЕК, + МР, (=), MP, 


ба МР Sr m FP (Ultimate) 


ОР,(4=), ОК, тў +ОР 


QP,(€),QK,» FK 
ОР, (<=), ОК,=+ОК 
ОР (=), ОК, €«QK (Ultra) 


ОРОК, €, А) + FP 
(Ultimate) 


ОР, (>), ОК, €=+MP,(€), ОР, 
>) + ОР 

ОР, (>), ОК, <=+ МР, (<=), ОР, 
>) +ЕК 

ОР, (>), ОК, «+ МР, (4), QP, 
>) + ОК 

ОР, (=), ОК, + МР, (т), QP, 


+QK (Ultra) 


ОР, (>), ОК, € МР, (=), QP, 
бир у, М, У FP (Ultimate) 


ОР,(>)),ОК,(ч-МР,(44),МР, 
>) + ОР 

ОР, (=), ОК, €=+MP, (<=), MP, 
»-FK 

ОР, (=), ОК, <=+ МР, (<=), MP, 
>) + ОК 


ОР, (тў), ОК, € MP, (=), MP, 
€+QK (Ultra) 


ОР, (=), ОК, <=+МР, (€), MP, 
< № 4. А, >) +ЕР (Ultimate) 


(€), «FK, (€), МР, =) + ОР 


(+=), >) «FK, (<=), МР, >) +ЕК 
(€), «FK, (<=), МР,=)+ОК 


(4=), =) + ЕК, (99), МР, <=+О К 
(Ultra) 


(€), >) «FK, MP, €, A, ur, m + 
FP (Ultimate) 


(+=), =>) +ЕК, (=>), MP, €- MP, 
(€), MP, =} +ОР 


(<=), >) «FK, (599), MP, € MP, 
(€), MP,» «FK 


(€), =) FK, (9), MP, € MP, 
((“),МР,е)-ОК 


(+=), >) «FK, (9), MP, =+MP(>>), 
МР, €-QK (Ultra) 


(€), «FK, (=>), MP, € MP, MP, 
€, m «ЕР (Ultimate) 


(<=), >) +ЕК, (€), ОР, >) - ОР 
(€), «FK, (€), ОР, =) «FK 
(<=), >) -FK,(€),QP,» «QK 


(€), «FK, (т), ОР, +QK 
(Ultra) 


(<=), >) «FK,QP, €, V, Si, >) +ЕР 
(Ultimate) 


(€), =) «FK, (=>), ОР, € - MP.(€), 
МР, тў +ОР 


(6), »9 +ЕК, (тў), ОР, € - MP.(€), 
МР, тў -FK 
(6=),»)+ЕК, (=), ОР, + МР, (4), 
MP,»--QK 


(€), >) FK, (>), ОР, € MP, (=), 
МР, €-QK (Ultra) 


(42), 4 FK, (9), QP, (=+ MP, MP, 
€, Sr m ЕР (Ultimate) 


(€), + ОК, (€), FP,» - QP 
(€=), >) «QK, (€), FP,» FK 
(€), 9 « QK, (€), FP,» -QK 


(€=), >) * QK, (59), FP, € QK 
(Ultra) 


(€), + QK,FP, €, М, >) + ЕР 
(Ultimate) 


(€), + ОК, (>>), FP, € + МР, (+=), 
МР,» +ОР 


HEIGHT: 6’3” 


ULTRATECH WEIGHT: 300 


CAPTURED GLACIUS, AN 
ALIEN BEING FROM 
ANOTHER PLANET WHO 
CRASH-LANDED ON 
EARTH. TO PROVE 
ULTRATECH’S THEO- 

RY THAT ALIENS ARE | 
INFERIOR, THEY j 


FIGHTING 
STRATEGY 


Glacius is a powerful char- 
acter, and'in the hands of an 
experienced/gamer, is almost 
impossible to beat. His Ice Pick 
attack covers clos@ to one-fourth of 
the screen, and takes energy away 
when it is blocked by an opponent. 
Glacius’ Ice Pick attack also doubles as his 
Combo breaker. 


FORCE GLACIUS 
TO FIGHT FOR 
HIS LIFE. 


Another key attack is Glacius’ Puddle Uppercut, 
which сап be used on your opponent's back 
instead of his front (where they might expect it). 
Start a Teleport with a MK, and when Glacius trans- 
forms into a puddle, simply Teleport again with a FK. 


Glacius can dominate Riptor and Sabrewulf because both 
characters can’t block face punches. The most effective assaults 

against them are Glacius' У+МР to the face, and any Ice Pick 
attack. These are sure to inflict some serious damage. 


Glacius has an effective, although corny-looking, Air Combo and 
decent jump kicks. Against the computer, you should mix up your moves 
frequently. It seems that the computer absorbs some punishment with each 
different attack once, but if you rely on the same attack, the computer will 
block and viciously counterattack. 


Cold Shoulder 
(€),9 + any punch 
Liquidize 
1.41,» any kick 
Liquidize Uppercut 
ЧУ,» + МК or FK 
Liquidize Teleport 
+%®»=)+ок 
Instant Uppercut 


JAMK, Aim) FK (hit from 
behind) 


Instant Uppercut 


і“, н) FK Ar, m) MK (hit from 
behind) 


Instant Shockwave 
}фМм.=)+окф >) + any punch 
RCM Move 
(>>), € MP 


Killer 


(instinct 


Arctic Touch 


Ultra 
|| ie =) +ЕР 
Humiliation 
>), >), <=, ОК 


Wi RA nS) 
OOOOOOGLAGCIUS GLACIUS O. 59250 


In the air + FK,@<+M rin 
air + МК, 4=+ОК ` 


—< Knockdown Attack 
«ман 

_ COMBO BREAKER 

| (6), +апу punch 

FINISHING MOVES 
Liquid Death 


еее + FK 


Blobality 
> WL, + MK 


JU 


Shockwave + 


Liquidize + FK/M 
Icelance 


KILLER KOMBOS 
ЕР,МК,Д,%,>)--ЕР 


ЕР, МК $, М, =) + МК 
ЕР, МК ‚$, №, +ЕК 
ЕР, (4=), МК, =) +ЕР (Ultra) 


ЕР, МК, >), ЕМ, +QP 


(Ultimate) 
ЕР, (>), MK, € MP, MP, 
Х.У,» +ЕР 


ЕР, (ву), MK, € MP, МР, 
ум + МК 


ЕР, (ву), MK, € МР, МР, 
AS +ЕК 


ЕР, (тў), МК, 6+ MP, (<=), MP, 
>+ ЕР (Ultra) 


ЕР, (у), MK, €«-- MP, MP, 
WL, @+QP (Ultimate) 


FK, MP, y, m) + FP 

ЕК, MP, i, MK 

FK,MP Sy, У «ЕК 
FK,(€«), МР, =) +ЕР (Ultra) 


FK, МР, »ў ,4, №, € -QP 
(Ultimate) 


ЕК,(»ӱ), MP, € - MP, МРАЗ, =) + 
FP 
FK,(=)), MP, «+ MP, MP, y, >) + 
MK 
ЕК, (у), MP, - MP, МР, у, У + 
ЕК 


ЕК, (=), МР, 6+ МР, (4), MP, =) + 
FP (Ultra) 


FK, (=>), MP, 4+ MP, МР, =>) ,%, 1, 
№, €+QP (Ultimate) 


ОК,ОР А >) «ЕР 
QK,QP A, i," - MK 
QK,QP А >) «FK 

ОК, (<=), QP, =) «FP (Ultra) 


ОК, ОР, =), ЕМ, € ОР 
(Ultimate) 


ОК, (>), ОР, + МР, МР, 
$, «ЕР 


ОК, (>), ОР, + MP, MP, 
S8, MK 


ОК, (>), ОР, €- -- MP, MP, 
1,%,”) «ЕК 


ОК, (=), ОР,бч-МР,(4), MP, 
>ў+ЕР (Ultra) 


ОК, (>), ОР, {+ МР, МР, 
ву ој УМ, <=+ ОР (Ultimate) 


MK, FP, y, =) + ЕР 
MK, РРА y m) - MK 
мк,ЕР,,%,-) ЕК 

МК, (€*),FP,=)+FP (Ultra) 


MK,FP, =), А ДМ, € ОР 
(Ultimate) 


МК, (=) ЕР, € - MP, MP, 
$, «ЕР 


МК, (»)),FP, <+MP, MP, 
4.\,=+мк 


МК, (у) ЕР, <=-+ MP, MP, 
1,%,”) «ЕК 


МК,(ғ)),ЕР,бч--МР,(“),МР, 
=>+ЕР (Ultra) 


МК, (»)), FP, € MP, MP, 
ву ај УМ, <=+ ОР (Ultimate) 


»,* УМ, @+QP (Ultimate) 


МРЈЕК ДА, у + ЕР 
MP,FK Ap, tu, m) MK 
МРЈЕК A, Ar, =) FK 

MP,(€),FK, m) «FP (Ultra) 


МРЕК = У P, <=+ ОР 
(Ultimate) 


МР, (=>), FK, 6+ MP, MP, 


Jw, + ЕР 


MP,(»)),FK, <+MP, MP, 
S, m MK 


МР, (тў), ЕК, + МР, МР, 
LS, FK 


МР, (тў), ЕК, € МР, (<=), MP, 
У ЕР (Ultra) 


pamar 


МР, (>), FK, {+ MP, MP, 


анына silii 


QP QK y, m) «FP 


~" 


& 


орок,1,4,е) + МК 
QP.QK A, y, =) +ЕК 
QP,(€),QK,» «FP (Ultra) 


ОРОК, =), УМ, <=+ ОР 
(Ultimate) 


QP,(»5)), ОК, + МР, MP, 
$, = + ЕР 


ОР, (=), ОК, + МР, MP, 
LS. + Мк 


QP, (™)),QK, 6+ МР, MP, 
1,%,”) FK 


ОР,(=»),ОК,4=+МР, (4), 
МР,=>+ЕР (Ultra) 


QP, (=), ОК, <+MP, МР, 
=) WL, + ОР (Ultimate) 


LY, MK QK UY, >) + ЕР 
JAMK, QK ur, m) MK 
JS, MK QK LA, m) FK 


%,-) MK, (49), ОК, m) «FP 
(Ultra) 


JS» MK QK, у ЕМ, C+ 


QP (Ultimate) 


55) MK, (59), QK, € «MP, 
MP =) + FP 


EY) MK, (99), QK, € «MP, 
MPAL S m MK | 


и) MK, (>), ОК, € MP, 
MPA Au, m) FK 


m MK, (=>), QK, € MP, 
(=), МР, тў +ЕР (Ultra) 


m «MK, (>), ОК, + MP, 
МР, =) 4, №, € ОР 
(Ultimate) 


+, 5 +MK,FK UY, >) «ЕР 
AS m MK FK E Sr m) MK 
Lm MK, FK US m) FK 


JS m «MK (C) ЕК, m +ЕР 
(Ultra) 


E+ MK, FK =, №, + 
QP (Ultimate) 


8m) MK, (>>), FK, <+MP,MP, 
JS, >) +ЕР 


S8, 9) + MK, (>), ЕК, {+ MP, МР, 
јен MK 


J.S, + MK, (59), FK, + MP, MP, 
UY, FK 


Sim * MK, (=), FK, € - MP, 
(<=), MP,» +ЕР (Ultra) 


ДУ MK, (>), FK, 6+ MP, MP, 
=) о УМ, @+QP (Ultimate) 


(=), + ЕРОР Ан) ЕР 
(=), 9 + ГОРДАН) MK 
(65), 9 +FP, ОР... >) +ЕК 
(6), «FP, (42), ОР, m9 FP 


(Ultra) 


(€), + ЕР, ОР, > Ue, +QP 
(Ultimate) 


(<=), >) «FP,(59),QP, =+MP,MP._Y, 
%,-) ЕР 

(65), =+ FP, (=>), QP, 44 MP, MP, 
Si, m MK 

(42), =) «FP.(99),QP, € МР.МР.$. 
4у >) +ЕК 


(€), + ЕР, (у), QP, (+ МР, (+=), 
MP,» «FP (Ultra) 


(€), >) «FP,(9), ОР, +MP, MP, 
=) ој УМ, @+QP (Ultimate) 


(6), =) «FP, MP, А Ру FP 
(65), ну «FP,MP Ts m) MK 
(<=), >) + FP, MP, i, m - FK 
(+=), =>) +ЕР,(4=), MP, m) «FP 


(Ultra) 


(€), «FP,MP, =, S, ДМ, €- - QP 
(Ultimate) 


(€), >) + ЕР, (=), MP, + MP, MP, 
Ми) FP 


CINDER, AN EX-CONVICT, 
WAS EXPERIMENTED ON 
BY ULTRATECH. DURING 
THE EXPERIMENTATION, 
A FAILED CHEMICAL- 
WEAPONS TEST 
MUTATED HIS BODY 
INTO A LIVING 
INFERNO. CINDER 


CAN ONLY Cinder doesn't һаме а dis- 
REGAIN HIS. tinct advantage over any 
FREEDOM Е character in the game because 
Е his moves aren't very powerful. 
HE CAN . : For example, his Flame Thrower is 
DEFEA D | d so vulnerable that your opponent can 
. i a 4 counter with an easy combo even ІТ һе 


is hit with the whole flame 


That doesn't mean that Cinder lacks a fight 
ing strategy. His Human Fireball in the air with 
ву у ЕР followed by «= +ЕР (right before landing) 
sends Cinder into a Reverse DownWard Human 
Fireball. This 15 а lethal move when Cinder is invisible, 
because it allows him to switch up, and then by pressing 
> > МР he сап launch into a Downward Human Fireball. 
Also in Cinder's arsenal is an Infinite Air Juggle. 


After you pull off a Combo breaker, you can practice an Invisible 
Teleport in front of or behind your opponent. Don't wait too long 


though, or your opponent will see the heat streaks that Cinder gives 
off. 


Cinder has a variety of ways to execute his Killer Combos. Whenever you 
are trapped in a corner (especially against Eyedol), you should Jump,» =>, 


FP to escape. The computer usually lets you by every time, but a human oppo- 
nent might catch on a little 9 ег. 


EES} 
O01500 CINDER CINDER OOOOOO 


"e. - 


| 
4..- —R 
7 s 4 # $ $5 * * # 


=>, %4, € «M 

Heatsink | 

=, WL, +ЕР 
Trailblazer 


In the air, =,» + ОР 
(reverse by pressing FK) 


Dash 
(+=),>) + any punch 


DS | L————— === | 
оог500 CINDER CINDER OOOOOO 


Airborn Trailblazer 
In the air, #9, =>), ЕР 


Descending Trailblazer 
In the air,>), =), МР 


Inferno 
ву > ,апу kick ог (ч),е) + any 
kick 


Fireflash 
ву VL) + any kick 


RCM Move 
Ew Y 


(nstinct | | 


CAN 


Кане пиш ___ —À 
оовхоо CINDER CINDER O77150 


вен 
AL, C MK 


ву ер ЕР or (€), =) «FP 


In the air * FK à 


a — 
ОООООО CINDER 


Dash + FP+FP or QK 
Trailblazer + MP+QP or MK 
Fireflash Heatfist + FP/MK 


Reverse Trailblazer 


Coe. MK (99), <= + МР + FP/QK 


<=, <=, <=, МР 


KILLER KOMBOS 
Q >)+MP 


Q 
ОК, QP, =. 
ОК, ОР». *r- QK 


MP+(ducking ЕК). 
ОР+ОК x 
MK+FP 
FP+MK 


SHADOW MOVES 


Invisible Teleport (front) ` 
VL, {=+ ОР 


Invisible Teleport (back) 
Hold ОР, № ДМ, < + 


release QP 


ЕК, МР, >) A, «FK 

ЕК, МР, =) {> М+ОК 

ЕК, MP,» 3, Sv MK 
FK,(€#),MP,=)+FP (Ultra) 


FK, MP, =) 4 {№ («+ MK 
(Ultimate) 


ИЕС авмьы,+ 


ЕК,(»), МР, #+QP,MP, 
> LS+FK 


ЕК, (>ў), MP, €«QP, МР, >) Sr 
QK 

FK, (>>), MP, € - QP, MP,» AL, + 
MP 


ЕК, (тў), МР, «+ QP, (<=), МР, у + 
FP (Ultra) 


FK, (тў), MP, €«- QP, MP, =}, ду, 
№, € «MK (Ultimate) 


MP Ae FK, =, у MP 


МРДЉЕК e FK 
MP A FK,» А, Sr QK 
MPALAFK, 9. MK 


MP, JFK, =, S P, <=+ MK 
(Ultimate) 


QP,QK,»),») MP 
ОРОК, = FK 
ОРОК =. +0 К 
ОРОК = T, Sy МК 

ОР, (4=), ОК, =>) «ЕР (Ultra) 


ОРОК > WU, € MK 
(Ultimate) 


ОР, (>), ОК, + QP, MP, =), =) + 
MP 


QP, (=), ОК, {+ ОР, MP, = J, + 
ЕК 

QP, (=), ОК, €+QP, МР, > $. + 
QK 

QP, (=), ОК, <=+ ОР, MP, >) 9, v. 
MP 


QP, (=), ОК, €=+QP, (<), МР, >) + 
ЕР (Ultra) 


ОР, (=>), ОК, <=+ ОР, МР, >) ‚4, 
, «MK (Ultimate) 


MK,FP,»), m) + MP 
МК, ЕР, = 4 «ЕК 
МК, FP,™),U,9+QK 
МК, ЕР, = {5+ MK 
МК, (=), FP,» FP (Ultra) 


МК, ЕР, =>, S, А, € MK 
(Ultimate) 


МК, (>), FP, € + ОР, МР, у + 
МР 


МК,(ғ)),ЕР,(ч-ОР,МР,е),1,%- 
ЕК 

МК, (>), FP, € QP, МР, =) „$. + 
ок 

МК, (>), FP, € QP, MP, =} 4, + 
MP 


МК, (>) FP, €«- ОР, (4), МР, у + 
FP (Ultra) 


МК, (>$), FP, € QP, МР, = 4]. 
№, (+ МК (Ultimate) 


FP,MK,»?,»)--MP 

ЕР, МК, =) d, «FK 

ЕР, МК, =)... Sv«QK 

ЕР, МК, У {+ MK 
ЕР, (=), MK,» «FP (Ultra) 


FP, MK, =, N, №, € MK 
(Ultimate) 


ЕР, (тў), MK, € - ОР, МР, =}, >) + 
МР 


FP, (=>), MK, <=+ ОР, MP, >) T, + 
FK 
ЕР,(ғ)),МК,«-ОР,МР,е),1,%- 
QK 
ЕР, (>), MK, € « QP, MP,» T, S+ 
MP 


ЕР, (7), MK, €-QP, (€), МР, тў + 
ЕР (Ultra) 


ЕР, (>>), MK, € « ОР, МР, =) 4, 
№, € «MK (Ultimate) 


(€), + ЕР, МР, = =) - MP 
(<=), >) +ЕР, МР, >) АЕК 
(€), +ЕР, МР, >) „$ М+ОК 
(<=), > +ЕР, МР, >) {+ MK 


(=), +ЕР‚ (<=), МР, m) +ЕР 
(Ultra) 


(€), + ЕР, MP, =>) S, №, € 
MK (Ultimate) 


(€), +FP, (99), MP, € QP, MP, 
>), =) + MP 


(<=), >) + ЕР, (>), MP, <=+ ОР, MP, 
>) 1,%-ҒК 

(€), >) +ЕР, (>), МР, 4+ ОР, МР, 
>) 4. \+ОК 


(+=), =) +ЕР, (=), MP, € - ОР, MP, 
>) L5 - MK 


(€), +ЕР, (>>), MP, €& - QP.(€), 
MP,» «FP (Ultra) 


(€=),>)+FP,(=)), MP, € - ОР, MP, 
=) о УМ, € «MK (Ultimate) 


(€), «FP,QK, =), тў MP 
(€), FP.QK, >), y FK 
(€), +ЕР. ОК, = Д,%-ОК 
(<=), и) 4 FP,QK, =) y MK 


(€), + ЕР, (<=), ОК, = + FP 
(Ultra) 


(+=), =) + ЕР. ОК, =) V + 
MK (Ultimate) 


(€),>9+FP,(™)),QK, €#+QP, MP, 
P 


,"?-M 


(€),>)+FP,(=)),QK, +QP, MP, 
=>, J, e FK 


(4=), >) FP, (>), ОК, €«- QP, MP, 
>) L.S -QK 


(6), >) FP, (>), ОК, € QP, MP, 
>) p, Si MK 


(€), «FP, (9), ОК, € - QP,(€«), 
MP,» "ЕР (Ultra) 


(€), «FP, (99), ОК, € -- QP, MP, 
=) WL, <=+МК (Ultimate) 


=), =) + МР,ОР, =), и) - MP 

му ву + МР, QP, =} АЕК 
=), =)+МР.ОР. >) r«QK 
>), =) + МР, ОР, > ‚$. i MK 


=), >) + МР, (<=), ОР, =) + ЕР 
(Ultra) 


=), =) + МР, ОР, АД М, € MK 
(Ultimate) 


=), =) + МР, (>), ОР, 44 + ОР, МР, 
>), >) + MP 


>), =) + МР, (>>), ОР, <=+ ОР, МР, =, 
1,%-ғк 


>), =) + МР, (>), QP, {=+ ОР, МР, =), 
1-%-ок 


ве) + МР, (=), ОР, €- ОР, МР, >), 
AL SIL MK 


>), =) + МР, (>), ОР, <=+ ОР, (€), 
МР, =) "ЕР (Ultra) 


=>, =>} + МР, (>), ОР, €- ОР, МР, 9, 
„УМ, @+MK (Ultimate) 


=), =) + MP,MK,»), =)+ MP 

>), =) + МР, МК, >) АЕК 
>), >) + МР, МК, >) У, *r- OK 
=>), =) - МР.МК, = T, Sy MK 


=), e MP), MK, m) «FP 
(Ultra) 


>), =) + МР, МК, АЈ ЉМ, € MK 
(Ultimate) 


=), =) + МР, (=), MK, € QP, MP, 
>), =) + МР 


у >) + МР, (=), МК, € - QP,MP, 
„уф \+ЕК 


=), =) + МР, (=>), МК, €- ОР, МР, 
= |, У+ОК 


FOR FIVE YEARS, Т.Ј. 
COMBO WAS THE UNDIS- 
PUTED HEAVYWEIGHT 
CHAMPION. HOWEVER, 
HE WAS STRIPPED OF 
HIS TITLE AFTER HE 
WAS CAUGHT FIGHT- 
ING WITH CYBER- 
NETICALLY 
ENHANCED ARMS. | 
T.J. ENTERS THE | 
CONTEST 
STRICTLY FOR 


moves, 


start a Ta let ʻe 
А." "№; also у to do t 


£ Kac сап also turn the co tM breaker i into 


h, P then as soon as it conn 


Ма ^ 


PN as asti and it is an anti 
tedly try {Неа 


i 


HEIGHT: 6’1” " 
WEIGHT: 220 " 
a АСЕ: 25 


FIGHTING 
STRATEGY 


T.J.Combo, as his name 
implies, has the most ways to 


start a combo. His Rolling 
и as ап anti-projectile, 
and his Rising Knee knocks away 


jumpiffy-opponents. But if you 


overu the Rising 
arn к У : 


* 
| 


it com by starting with a 
iL forward and MP. 


T.J. COMBO’S SPECIAL 
MOVES 
Spinfist кы 
(6), + ОР и T | 
Rollercoaster 
(<=), =) + MP 
Powerline 
(€=), >) «FP 
Rising Knee К.О. 
(€), «FK 
Knee K.O. 
(4=), «MK 
Fast Flying Knee 
(6), 9 «QK 


Cyclone 


Hold FP (for 3 seconds), release Run and Stop 
FP, press FP (65), FP, (9), € «FP 


Running Rollercoaster RCM Move 
(<=), >) «FP, + MP (=), €«0QP 

Running Spinfist Air Juggle 
(€), 9 «FP, € QP (<=), =>) 4FP 


Killer 


instinct 


Chiropractor 


44, =), >), MP (about 3 inches 
away from opponent) 


Humiliation 
| LLQP (no more than a screen 
| distance away) 


Ultra combo 


(е)),(““ҒР (in the middle of a 
combo) 


EE Air Combos ` 


m Ultimate combo 
In the air + FK, «MK 


pow VL, <=+ MK 
In the air + MK, {=+ОК 
ко Ultra 18-hit combo 
(€. "e + any kick (4=), =>+MP, (ў), МР, € «FP 


Ultra 25-hit combo 


(4=), =) + ОР, (>), ОР, QP, =+QP,(>)), 
QP,QP,€=+FP, + Air Juggle (26-hit 
combo, Air Juggle with a 
Combo breaker is a 28-hit 


| COMBO BREAKER 


(6), апу kick (or any knee 
moves) 


combo) 
FINISHING MOVES 
Ultra 31-hit combo 
Screen Punch (€=),>)+MP, (=), € « ОР, (=), MK, 6 


„ў +ЕК (close t nent Мк, Он aa иа 
ОО — QD ЕР + Air Juggle with 
Combo breaker 


dE c———————— 5 
9649450 COMBO COMBO OOOOOO 


JADOW MOVE 


Reverse Sp 


COMBO Е 


Powerline 

Rollercoaster 

Knee K.O. 
Spinfist 


JUMP -INS & AUTO 
SECONDS 

FK+MP 

QK+QP 

MP+FK 

MK+FP 

FP+MK 

QP+QK 


KILLER KOMBOS ОК, (>), QP, «FP (Ultra) 


ЕК, (+=), МР, >) +ЕР ОК, ОР, >) ‚№, (+ MK 
(Ultimate) 
ЕК, (<=), МР, =) + МР 
ОК, (>), QP, + QP. (€), ЕК, = + 
ЕК, (<=), МР, >) + ОР ЕР 
ЕК, (4), МР, =) «FK ок. aP. eap 


ЕК, (№9), МР, 6=+ЕР (Ultra) 


ЕК, МР, =}, Y, №, <=+МК 
(Ultimate) 


ОК, (>), QP, €+QP,(€),FK, >) + 
QP 


ОК, (>), ОР, <=+ ОР, (<=), ЕК, =+ 
РК, (тў), МР, (= + ОР, (€x), FK,» ЕК 
ЕР 


ОК,(>)),ОР,«=+ОР,(>)),ЕК,=+ 


ЕК,(>)),МР,=+ОР,(«=),ЕК,»)+ FP (Ultra) 
MP 
ОК, (>), QP, + QP FK, P), Gre, 
ЕК, (=>), MP, {+ ОР, (4=),ЕК, = + +MK (Ultimate) 
P 
» MP,(4«), FK, тў FP 
FK, ($), MP, P,(€),FK, 
: (>) п (€), ЕК, тў + т QURE 
FK, (>$), MP, €«- QP,(»)), FK, <= + MP,(€), FK,» - QP 
FP (Ultra) 
МР, (+=), ЕК, =) +ЕК 
ЕК, (№9), MP, <=+ ОР, ЕК, >), 
№, € «MK (Ultimate) МР, (=), ЕК, €«FP (Ultra) 
ОК, (+=), QP, m) «FP МРЕК =) Sy p, € MK 
(Ultimate) 


г QK,(€),QP,=}+MP 
- ОК, (4), QP,=9+QP 
ғ ОК, (4), ОР, тў «FK 


MP,(™)),FK, {+ ОР, (€), FK, m «FP МК, (ў) FP, € « QP, (€), FK, m) 
MP 


MP,(»)),FK, € QP, (6), ЕК, >) + 
MP МК, (>), FP, {+ ОР, (4), FK,» 
ОР 


МР, (тў), FK, € QP, (€), FK,» + 
QP МК, (99), FP, € « ОР, (€), ЕК, =) + 
FK 


МР, (=), FK, € - ОР, (<=), FK,» + 
FK МК, (>), FP, (+ ОР, (P), FK, € 


FP (Ultra) 
МР, (=), FK, € « ОР, (тў), FK, € 
FP (Ultra) МК, (»ў), FP, ++ ОРЕК = VL, 71 
€ MK (Ultimate) 
МР, (=), ЕК, € - QP,FK,», Sy ДА, 
(“Мк (Ultimate) ЕР, (<=), MK, «FP 
МК, (=), ЕР, >) «FP ЕР, (<=), МК, =) MP 
МК, (=), ЕР, - MP ЕР,(бч),МК,е)-ОР 
МК, (=), FP,» + ОР ЕР, (%=),МК,=)+ЕК 
МК, (€x), ЕР, у FK ЕР, (тў), MK, €#+FP (Ultra) 
МК, (у) ЕР, €«FP (Ultra) ЕР, МК, N, 4,2, € MK 
(Ultimate) 
MK, FP, >), У ДАМ, € MK 
(Ultimate) ЕР, (тў), MK, <=+ ОР, (<), FK,» 4 
FP 


МК, (>), FP, €«- ОР, (€), FK,» 
FP 


FP,(™)), MK, € QP, (€), FK,» 
MP 

ЕР, (®)), MK, 6=+ОР, (<=), FK,» 
ОР 

ЕР, (=>), МК, <=+ОР, (4), ЕК, =) + 
ЕК x 


ЕР, (>), MK, <=+ ОР, (тў), FK, € 
FP (Ultra) 


FP, (>>), МК, €#+QP,FK,>), У, 
№, € «MK (Ultimate) 


ОР, (4=), ОК, = +ЕР 

ОР, (4=), ОК, тў - MP 

ОР, (4=),ОК,=+ОР 

ОР, (4=), ОК, тў «FK 
ОР, (>), ОК, 4=+ЕР (Ultra) 


ОРОК, >), WL, <=+МК 
(Ultimate) 


QP, (=>), ОК, € « QP,(€), FK, m + 
FP 


QP, (>), ОК, &*« QP. (€), FK, =} + 
MP 
poke ОВЕН 
QP, (>), ОК, € « QP,(€*), FK, =) + 
FK 


ОР, (>), ОК, €«QP,(»),FK, € 
FP (Ultra) 


ОР, (=>), ОК, € - QP, FK, =, 
№, € MK (Ultimate) 


(€), + MP.(€), FK, =>) «ЕР 
(€), +МР,(4=),ЕК,=)+МР 
(€), + MP,(€), FK, « ОР 
(€), +МР, (=), ЕК, >) «FK 


(€),>)+MP,(™)),FK , € «FP 
(Ultra) 


(€), -МРЕК = N, ДМ, € 
MK (О тате) 


(<=), >) - МР, (>), 
ЕК , € «QP(€), FK,» «FP 


(4=),=)+ МР, (>), 
ЕК ‚{=+ОР,(4=),ЕК,=)+МР 


(<=), >) +МР, (у), 
ЕК , € «QP, (€), FK,» + ОР 


(€), =} - MP,(»9), 
FK , € -QP.(€), FK,» FK 


(€), =) +МР, (>), 
ЕК „(+ ОР (=), ЕК, {+ ЕР 
(Ultra) 
(=),”)+МР,(>ў), 


FK, <=+ОР.ЕК, =) 3, P, € MK 
(Ultimate) 


(42), « MP.(€-),QP, P FP 
(42), « MP, (1), QP, m) - MP 
(42), « MP(€-),QP, У) + ОР 


RIPTOR, A 
аа J 


JIPULATION 


# Р Я ge 
“PROJECT, IS A COMBI- / У / 77 
NATION OF HUMAN Я LA^ ( 
AND REPTILIAN P j " 


GENES. ULTR 


j # 
Riptor is a difficult charac- / 
ter to mastér. Riptor can pull H 
off adownward Flaming . # “`” 
Мепот or a Tail Flip in the air to j 
catch an opponent off guard. Я + 
These тоуев сап also be performed 
@ _азуоџате moving upWard'from а” j 
Jumping Rake. Кіріог сап P Padi а, 
Jumping Rake, а дА a Dragon 
Breath outof a Riptor Rage. And Чоп“ "d 
t Riptor's flaming venom—it's unblockable! y 
= ү this | move off, get right nextyto your = / 
opporient'and doa Flaming Venom (your орро-” 
7 nent must be in a defénsive crouch). If your oppo- М 
* nent stands ир to block the Flaming Venom, knock 2 d 
Р him off his feet 1 Va Sweep. — Ai ға 
Riptor can't al ays knock his opponent off the Building ia и д 4 
у the Rooftop stages with his Ultra Combo: Because the angle j 
© ofthe screen changes, it appears that Riptor isn't close" enough 
to hit his opponent, but the shots do connect; it's sort of ano ! aJ 
F са! illusion. ғ ÑA d p г й P 
4 ж” а м _ а à : Е 7 
major defensivgflaw: his head sticks out during is 
«оис which as wide operi for an attack. Ce 
ack о geta successful! hit ag Rip ^ = 
a [ | е you must bave-a'crouthing boc os defend 
"ой hee P kick: ur you аге hit, you most likelyswill'stagger back- 
ward, лз ar "then move forward to hityou'again. Eventually, i 
this | beatirig,contin 4, | yourself a ped ina corner, which is ae 
a , ‚ after they hit you. This beating gy 
1 са somehow escape. a А 


= 


RIPTOR’S SPECIAL 
MOVES 


Riptor Rage 
(€),=> + any punch. 
Jump Rake 
(<=), >) + any kick — 
Flaming Venom ` 
1,0, + any punch 
Dragon Breath 
У МЕР 
Uppercut Slash 
УМОР 
Tailflip 
WL + any kick 
RCM Move 
(>), + MK ог ОК 


и) Г а) 
ОО1000 RIPTOR RIPTGR ОООООО 


Air Combo 


In the air + FK, «MK or in the 
air + MK,C«QK 


Air Juggle 
>), FD „Х.л, <=+ ОР 
Knockdown Attack 


(<=), =>) + any kick Kitler 


(instinct 


(<=), >) + any kick (Jump Rake) 


4.4,» + МР 


>), =), LEK 
C. ETT A 
("940K 


TERRENT 


CGOOOOU ET 


Jump Rake + QK+QP or FK 
Jump Rake + MK+FP or QP 
Riptor Rage + FP+MK or FK 
Riptor Rage + MP+QP or MK 
Riptor Rage + QP+MP or FP 


Reverse Jump Rake + QP 


Flaming Venom + FP 
Tail Flip + MK 
Jump Rake + FK 


KILLER KOMBOS 


ЕР, (<=), MK,» «FK 


МК,ғ)-ОК (Ultra) 


(€), + ЕР, FP, 
(€), «FP, € -FP,FK 


€ «FP (overhead 
attack), 9+ ЕР, 4=+ ЕР 


SHADOW MOVE 


Fast Flaming Venom 
Hold МР, > 4 ДМ, <= + release 
MP 


MP,FK U2, C FP 

МРЕК, А ЉМ+МК 

MP,(€«), FK, =)+ЕК 
MP,(€), FK,» «ОК (Ultra) 


МРЕК, €, V 3, y,» + ОР 
(Ultimate) 


МР, (тў), ЕК, € QK, MK P, € 
+FP 


МР, (>), FK, €«- QK, MK, Sy. ^ 
+MK 


MP, (>>), FK, € -QK, (€), MK,» 
+FK 


МР, (>), FK, €«QK, (€), MK,» 
+QK (Ultra) 


MP, (=), FK, € «- QK, MK, €, X, 
*y, >) «ОР (Ultimate) 


ОРОКЉМ, € «FP 
QP, QK, {№ - MK 
ОР,((4),ОК,е) «FK 

ОР, (+=), ОК, »+0К (Ultra) 


ОРОК АМА, >) «ОР 
(Ultimate) 


QP,(9),QK, € «QK, MK Lee 
+FP 

QP,(™)),QK, +QK,MK, y № 
+MK 

QP, (>>), ОК, €«QK, (€), МК, = 
+FK 


QP,(9),QK, +QK,(€), MK, =} 
+QK (Ultra) 


QP,(9),QK, *-QK, MK, €, V X. 
~, е) «ОР (Ultimate) 


MK, ЕР, №, € FP 
МК, РРА {=+МК 
МК, (€), ЕР, =) «FK 

МК, (+=), ЕР, =)+ОК (Ultra) 


МК, ЕР, <, 3, i, + ОР 
(Ultimate) 


МК, (>), FP, € - QK, МК №, € 
FP 


МК, (99), ЕР, € - QK, MK, y. ^ 
+MK 


МК, (>) „ЕР, € + ОК, <=, MK,» + 
ЕК 


MK,(™)), ЕР, € « ОК, €, МК, >) + 
ОК (Ultra) 


МК, (>), FP, € - QK, MK, 4+ № X. 
4у >+ОР (Ultimate) 


ЕК, МР, 9, («ЕР 
ЕК, МР, {№ + MK 
ЕК, (<=), МР, =}+FK 

ЕК, (=), МР,=)+ОК (Ultra) 


ЕК, МР, €, M, » + ОР 
(Ultimate) 


FK,(9), MP, #+QK,MK.Y, 
№, <= +ЕР 


ЕК, (тў), MP, € QK, MK, 
У УМ «MK 


ЕК, (тў), MP, €+QK,(€*),MK,>) 
+FK 


FK,(9), MP, €-QK, (€), MK,» 
+QK (Ultra) 


FK,»,MP, € QK, MK, €, 
V L.S» «ОР (Ultimate) 


QK, QP $, € «FP 
ОК, ОР. № - MK 
ОК, (4=), ОР, m «FK 

ОК, (4=), QP, 99 «Ок (Ultra) 


ОК, ОР €, 9, Sy, >) + ОР 
(Ultimate) 


ОК, (>), ОР, +QK,MK, 
№, <=+ЕР 


ОК, (>), ОР, #+QK,MK, 
* УМ «MK 


QK,(»),QP, € -QK, (€), MK, 
214 
ОК, (=>), ОР, € - QK, (€), MK, 
е) +ОК (Ultra) 


ОК, (тў), QP, X QK, MK, <= № 
*y, е) «ОР (Ultimate) 


(+=), )+ОК, ОР, №, € FP 
(€), = +QK, QP, Sy, - MK 
(6), »9+ОК, (4), ОР, >) - FK 


(+=), )+ОК, (<=), ОР, +ОК 
(Ultra) 


(€), +ОК,ОР, €, № 3. v, 
>) + ОР (Ultimate) 


(€), >) +ОК, (>), ОР, +QK,MK, 
LL, <=, <=+ЕР 


(<=), =)+ОК, (9), ОР, (4=)+ ОК, 
MK,S ^ - MK 


(€), =) « QK, (9), ОР, (<) +ОК, 6, 
МК, >) + ЕК 


((“),”)-ОК,(>)),ОР,(““Ок, 
(@),MK,=9+QK (Ultra) 


-— dg (>), ОР, € «Qk, 
К, €, Si, v, >)+ОР 
(Ultimate) 
(€),9«QK,FK. UNS, € «FP 
(€), = - QK, FK, Sy. P - MK 
(€), 9 +ОК, €, FK," «FK 


(€), +ОК, €, FK,» QK 
(Ultra) 


(€),9 « QK,FK, €, А 
=) + ОР (Ultimate) 


(€), +ОК=), ЕК, - QK, MK, 
LLY, 


=+FP 


(€), - QK, 9, FK, € -QK, MK, 
Sy «MK 


(€. 96. at ЕК,(4-0К,4, 
К,е)-ЕК 


(€),>9+QK,>),FK, €«« ОК, 6, 
МК, >) +ОК (Ultra) 


(€),9 « QK, =}, FK, € - QK, MK, 
ем 


Му, У+ ОР (Ultimate) 
(€),>9+MK,FPU, € + ЕР 
(€), + MK,FP,Sy P - MK 


(<=), +МК, (€), FP,» «FK 


(€), - MK, (€), FP,» QK 
(Ultra) 


(€), + MK,FP, €. v, 
»)«QP (Ultimate) 


(€), + MK, (=), FP, € - QK, MK, 
Ve, +FP 


(€), >) + МК, (>), FP, € - QK, MK, 
Sy 4 MK 

(+=), )+МК, >), FP, #+QK,(€), 
МК, >) + ЕК 

(<=), >) + MK, >), FP, € - ОК, (4=), 


МК, =) +ОК (Ultra) 


(€=), 9 4 MK, (>), FP, <=+ОК,МК, 
12.4, >) «ОР (Ultimate) 


(€), « MK,FQ №, € «FP 
(€), « MK,FQ,*y. М+МК 
(€), - MK, (€), FQ, «FK 


(€),9 + МК, (+=), FQ,» -QK 
(Ultra) 


(<=), =) - MK,FQ, € № м, 
=>) + ОР (Ultimate) 


(+=), Қ. (=>), FQ, €««QK, 
MK $L, <=+ЕР 


(+=), )+МК, (>), FQ, 4=+ОК, 
MK, N, № + MK 


(€),>9+MK, (99), QP, € QK, 


(€), MK,» «FK 


(6), =) - MK, (9), ОР, € QK, 


(<=), MK,» QK (Ultra) 


оек, 


К, €, V. У, >)+ОР 
(Ultimate) 


(€), =) +FP,MK UN, «FP 
(€), «FP,MK,*i MK 
(€), +FP, (€), МК, тў «FK 


(€), + FP,(C), MK, - QK 
(Ultra) 


(€), + ЕР. МК, 24%, 
>) + ОР (Ultimate) 


(=), >) +ЕР‚ (=>), MK, € «QK, 


MK 4. №, <=+ЕР 


(<=), >) +ЕР,(»)), MK, +QK, 


MK,*i V - MK 


(<=), >) -FP,(9), MK, € -QK, 


(<=), MK, >) +ЕК 


(€=), =} + FP,(9), МК, € «QK, 


(€), МК, =) +ОК (Ultra) 


(6), eph ,MK,€«QK, 


v S, >)+ОР 
(Ultimate) 


(€), +ЕР,.ЕК UN, ee FP 


(€), + РРЕК y, MK 
(€), + ЕР, (4), ЕК, =) «FK 


(€), +ЕР, (64), FK, - QK 
(Ultra) 


(€), + FP,FK, <= № М, >)+ОР 
(Ultimate) 


(ен Ре Ек. ОК, 
MK №, +FP 


(€),>)+FP,(™)), FK, € - QK, 
MK, Sv ^ - MK 


(€), жш үну. FK, +QK,(€), 
К, >) + ЕК 


HEIGHT: 5:57" 
WEIGHT: 110 


SPINAL IS AN ANCIENT == АСЕ: 2650 


WARRIOR RECREATED BY 
ULTRATECH THROUGH A 
PROCESS OF CELL 
REGENERATION. 
SPINAL HAS NO 
MEMORY, BUT IS A 
RELENTLESS AND. 
TIRELESS 
FIGHTER. 


Spifial's Teleport is effective at att 

рођ fom i in front and behind. You 

combos with Spinal by simply bloc 

power moves (except projectiles). You ca 

into your opponent by teleporting in the 

combo. Now уои can start a combo that char: 

perform by pressing the appropriate Teleport. Duri л 

morph, Spinal's name even changes їо the other characters | 
name. 


You can perform Spinal's Combo breaker one of two ways. First, 
you can Teleport with a Medium punch. Or second, you can use a 
Shield Charge with a Medium punch. It's easier to complete the 
Combo breaker using the Shield Charge with the Medium punch. And 
by just holding the Quick button—and not holding back—Spinal can 
absorb projectiles without exploding. 
Spinal has two slides. Yes, two! One acts as a tripping mechanism, and the 
other can start a combo if you push Fierce punch immediately after contact. 
The computer has a bad h of breaking combos each time you start one 
with a slide, so it's wi proach on a human opponent only. 
The skulls circling Spinal it 


xtra Sword Slash available. Use 
of any kind. The Backward 
Sword Slash in Spinal's | 1 e extra slash. If you haven't 
caught on yet, you don | skull to get the extra Sw [ inal's Killer 
Combo. Get it? РА е 
Spinal does have one sp move that allows him to obtair int ower-up for the 
remainder of the match. He won't need to steal his opponent's pi rder to throw 
something. This grants Spinal e freedom. To get the power-u П ї steal опе 
! you must have 


punch and throw the skull by pressing 
n. Spinal will launch two fireballs, whi 


only one skull. Now hold Me 
while you release the Mediu 
ЗА trick worked. 


SPINAL’S SPECIAL 
MOVES 
Slide Kick 
ZL + ЕК 
Searing Skull 
1,%4,”) + any punch 
Power Devour 
€=+QP 
Super Flaming Skull 
€. eL. m +ЕР 
Skele-port (front) 
4,3 + any punch 
Skele-port (back) 
OJ... + any kick 
Air Skele-port (front) 
Hold QP,in the air. T. А release 
QP 


— 
ENED ZIP И Угри “C Ct 


Air Skele-port (back) 
Hold Ок, іп the ап. release 
QK 


Double Skele-port 


any button,QP (front to 
back, or back to front) 


Boneshaker (и í er 


== + any punch (nstinct 


Power Slide 
++FK 
Weak Slide 
МА Y+FK 
Soulsword 
(€),>9+MP 
RCM Move 
(9), € 4 MP 
Morph 


After starting a combo, press 
any button 


Air Juggle 


€ 9 Sr» «ОР (after certain 
Morphing combos) 


Air Combo 


In the air + ЕК, €&«MK or in the 
air- MK, <=+ОК 


COMBO BREAKER 


Boneshaker 


FINISHING MOVES 
Impaler 
=, ,>7,QK 
Electrocution 
€, <=, €, MK 
Ultimate 
фи) + ОР 
Ultra 
V+ FP 
Humiliation 
NU m +ЕК 


a 
SPINAL OOOOOO 


COMBO OPENERS DIZZY COMBO 


Soul Sword + FP/QK ву >), QP, FP, =), >), FP 
Boneshaker + FP + МР/ЕК 
Sliding Kick + FK/MP SHADOW MOVES 


Boneshaker + QP + FP Spinal receives three skulls for 


a Combo breaker. 
LINKER 


Soulsword + MP 


KILLER KOMBOS 
= > ЕР, (>), MP, +MP,FP, es 


COMBO ENDINGS ‚7, QP 
Boneshaker + any punch >), иу БР, (=), MP, MP,FP, 
Skele-port + any punch >), >), МР 
> >), ЕР, (=), MP, <=+МР,ЕР, 
JUMP -INS & AUTO- => ву ЕР 
SECONDS 
ЕР, MK Y ДОК 
FP+MK 
FK+MP FP,MK T. 3- MK 
QP+QK 
МК+ЕР ЕР, МК «FK 
я FP,MK LL QP 
QK+QP 
ЕР, МК „3. 4-+ МР 
ЕР, МК ‚$. {+ ЕР 


Killer 


(Instinct 


ЕР, МК У) +ЕР (Ultra) 


FP,MK,»,* ДМ, <=+ ОР 
(Ultimate) 


ЕР, (>), MK, + MP,FP¥.§+QK 
ЕР, (=>), MK, {=+МР,ЕР, {+ MK 
FP,(9),MK, € - MP,FP «FK 
ЕР, (=>), MK, €« МР, РР, ОР 
ЕР, (=), MK, {+МР,ЕР, AL MP 
ЕР, (тў), MK, « MP,FP + ЕР 


ЕР,(>ў), MK, € MP,FP T, М, >) + Е 
P (Ultra) 


РР, (тў), MK, + MP,FP,», i... 
№, 4+ ОР (Ultimate) 


ЕК, МР, {+ ОК 
ЕК, МР, {+ МК 
FK,MP A, {+ ЕК 
FK,MP,U,U+QP 
FK, MP% +МР 
ЕК,МР, FP 

FK, MP, А) "ЕР (Ultra) 


FK, MP, =, N, №, <=+ ОР 
(Ultimate) 


ЕК, (=), MP, {=+МР, ЕР, ДОК 
ЕК, (=), МР, 6+ MBP,FP. T. MK 
ЕК, (=), MP, « МР, ЕР, FK 
FK,(»9), MP, 6+ МР, ЕР, {+ ОР 
ЕК, (=), MP, =+МР,ЕР, {+ МР 
ЕК, (т), MP, € « MP.FP. 3 FP 


ЕК, (тў), MP, &-- МР, ЕР, 
AS, +ЕР (Ultra) 


ЕК,(>)),МР,(ч--МР,ЕР,е),4 Т. 
№, €+QP (Ultimate) 


QP,QK ок 
орокД, MK 
QP.QK {+ ЕК 
QP,QKLY+QP 
ОРОК J. {+ MP 
ОРОК,}.. «FP 
ОРОК ЈА А) «FP (Ultra) 


ОРОК >) А ЕМ, <=+ ОР 
(Ultimate) 


ОР,(>ў)),ОК,«=+МР,ЕР ф+ОК 
ОР,(>ў),ОК,«=+МР,ЕРф „ф+мМк 
ОР,(>Ў),ОК,«=+МР,ЕР FK 
ОР, (=), QK, * - MP,FP. 3. +ОР 
ОР, (>), ОК, 6+ MP,FP. + МР 
ОР, (=), ОК, € +MP, FP, «FP 


ОР, (=), QK, + MP, FP. y, >) + 
FP (Ultra) 


ОР, (=>), QK, € - MP, FP, >) У, 
№, 4+ ОР (Ultimate) 


МК, ЕР, «OK 

МК,ЕР, {+ MK 

МК, FP, A, «FK 

МК, ЕР, {+ ОР 

MK, FP, {+ МР 

МК, ЕР, ДЕР 
Мк,ЕР,,%,-) + ЕР (Ultra) 


MK,FP,™), 99,012, € ОР 
(Ultimate) 


МК, (»ӱ), FP, 6+ MP, FP, {+ ОК 
МК, (»)),FP, 6+ МР, ЕР, {+ МК 
МК, (у), FP, + MP,FP A, . FK 
МК, (=>), FP, + МР, ЕР, + QP 
МК, (»)), FP, 6+ МР, РР, + МР 
МК, (>), FP, =+МР,ЕР, {+ ЕР 


МК, (=), ЕР, € - МР, FP, 
US, m +ЕР (Ultra) 


МК, (>), FP, € - МР, ЕР, = 4}. 
№, + ОР (Ultimate) 


МРЕК, ОК 
МРЕК, «MK 
MP,FK A «FK 
МРЕК E + ОР 
MP,FK {+ МР 
МРЕК {+ ЕР 
МРЕК А ду) FP (Ultra) 


МРЕК, ву №, (+ ОР 
(Ultimate) 


МР, (=>), FK, &+ МР, ЕР ДОК 
MP, (>), ЕК, € - MP,FP. {+ МК 
MP,(»)),FK, € « MP,FPL +ЕК 
MP, (™)),FK,  - MP.FP 4 +ОР 
МР, (=), ЕК, € - MP,FP 3, -- MP 
МР, (=), FK, € - MP,.FP LE FP 


MP,(»)),FK, € MP,FP, 
<,» «ЕР (Ultra) 


MP,(»),FK, € МР, ЕР, 
> о УМ, («+ ОР (Ultimate) 


QK,QP,LY+QK 

ОК, ОР, {+ MK 

ОК,ОР «FK 

оқ,оғ + ОР 

ОК, ОР. {+ МР 

ОК,ОР + ЕР 
ОК,ОР 5v, >) FP (Ultra) 


ОК, ОР, >) WL, € + ОР 
(Ultimate) 


ОК,(>)),ОР,&=+МР,ЕР ф +ОК 
ОК,(>)),ОР,«=+МР,ЕР, „ф +мМкК 
QK,(»)),QP, X MP.FP «FK 
ОК, (>), QP,  - MP,.FP T. QP 
QK,(»)), QP, € - MP,.FP {+ МР 
ОК, (59), QP, - MBP.FP. FP 


ОК, (=>), ОР, {+ МР, FP, 
ELS, +ЕР (Ultra) 


ОК, (=), QP, {=+МР,ЕР‚ >), 4, 
№, €+QP (Ultimate) 


(€=),>)+MP,FPL+QK (€), =} +MP, QK LY+QK 


(€), + MP,.FPAL MK (<=), >) » MP,QOK {4+ мк 
(€), * MP,.FP ф +ЕК (€), = -МРОК L4 ЕК 
(€), - MP, FP OP (4=), « MP.QK А -QP 
(€), -МР, ЕР. {+ MP (бе), у МР,ОК T. MP 
(€), -МРЕРД, ДЕР (€), « MP,QK X FP 
(€), +MP, FP tu >) + ЕР (€),  MP,QK А А) + ЕР 
(Ultra) (Ultra) 


(6), = +MP, FP, = S, ДМ, + (<=), +MP, QK, > WU, + 
QP (Ultimate) QP (Ultimate) 


(<=), >) +MP, (у), FP, 6+ МР, ЕР, (<=), >)+МР, (>), ОК, <=+МР,ЕР, 
4.3 +0ок аы»ок 


(“),”)-МР,(ғ)),ЕР,(«-МР,ЕР, (€),>)+MP,(™)),QK, 
LU+MK € - MP,FP, €, + MK 


(€), >) + MP, (=), FP, € - МР, РР, 
+.$+FK 


(4=),»9+ МР, (тў), FP, +MP, FP, 
{+ ОР 

(€), >) + МР, (=), FP, + МР, ЕР, 
$-+МР 

(<=), =) + MP, (>>), FP, + МР, ЕР, 
JJFP 

(<=), >) + МР, (>), FP, €=+MP, ЕР, 


AS =) +ЕР (Ultra) 


(<=), >) +МР, (тў), ЕР, + МР, ЕР, 
=) VL, @+QP (Ultimate) 


HEIGHT: UNKNOWN 
„WEIGHT: UNKNOWN 
AGE: UNKNOWN 


EYEDOL IS THE 

BOSS TO END ALL 
BOSSES. HE’S A 
TWO-HEADED 

CREATURE WHO 
SWINGS A HUG 
CLUB AND Žž 


FIGHTING 
STRATEGY 


For a final boss, Eyedol is 
relatively easy to fight as, 
even when compared to the 
other characters in the game. 
Some of his moves are easy to exe- 
cute. For example, push FP to launch 
his overhead attack, and hold back and 
FP to execute a Groin Stab. Using these 
two moves interchangeably will keep your 
opponent constantly on the move. Eyedol can 
also hurl an opponent's projectile back at 
em—at twice the speed—by performing a Golf 
‘Swing. 


Wh edol is far ны his opponent оп a non- 
scrolling stag 26 h Sou reba and then 
i у and ree , which results in 
creen (stages that aren't 3-D 
5 our opponent is close, start 
иг opponent jumps back, press 
ear your opponent, press €=,>9+FP to send 


МЕ 


an extra hit. 

or that have a 

an Eyedol 
(>)-ОР. Т 
him flying. 
When your opp 


а corner, you һаме two options. First, you can 
perform a combo 
Juggle over and o 


our oppon То the air. Use Eyedol's Air 
и like. You can opponent 
an infinite number o E n only recognizes it -hit 


Шег combo (you still re 500 points for every hit over 80). Second, you can 
it your opponent with a Ramming Charge. You can continue the Ramming 

№ -harge onslaught because your opponent will be unable to block. This charge 
= must be done very quickly. 


Eyedol also has an advantage when blocking an 
opponent's attacks. Most characters must block 
either high or low depending on the attack. 
Еуедо! 5 one block, however, stops everything. 
Unfortunately, every attack, blocked or 
unblocked, drains Eyedol’s energy. 


One of Eyedol’s disadvantages is that he lacks 
Air combos and Shadow moves. Although he 
lacks an Air combo, it doesn’t mean you can 
launch an Air combo on him. Despite early 
rumors, Eyedol cannot regain energy like the 
computer does by performing the Power-Up 
Stomp. Another disadvantage of playing 
Eyedol is that every hit he blocks takes some 
energy away (not just power moves, like the 
ordinary characters). Also, Eyedol doesn’t get a 
flashing line at the end of his power bar after 
performing a combo breaker; this may be a 
glitch in the game. The flashing line indicates 
that it's time to perform a Shadow move. 


Avoid a Ramming Charge attack when your 
opponent is on the ground or getting up, 
because Eyedol will be unable to stop until 
your opponent hits you. What this does is give 
your opponent a chance for a free combo. 


At the beginning of the match, jump 
away from your opponent until you reach 
the edge of the screen. When you are 
about a screen and a half away from your 
opponent, charge forward and throw 
three fireballs. The computer will knock 
them back. Knock them back again to 
make the fireballs disappear. The comput- 
er will then throw three fireballs at you, 
so deflect them back. Now the other 
Eyedol will jump at you. Take Eyedol's 
club and send him sprawling. Follow that 
up with three fireballs while he is getting 
up. Repeat this gruesome series of events 
until game's end. 


When going mano a mano with Eyedol, 
choose your counterattacks carefully—the 
computer has very good reflexes! For 
example, don't ram Eyedol after he per- 
forms a Golf Club Swing unless he is 
standing right in front of you. Your best 
bet is to use (“ЕР to counteract any com- 
puter moves. It's difficult for even the 
computer to counteract Eyedol's Groin 
Stab. 


Killer 


(пете 


EYEDOL VS 
EYEDOL 
(2ND PLAYER) 


€=+FP is Eyedol's greatest weapon when 
fighting a human opponent. If you're at 
the proper distance when your opponent 


15 walking toward you, the Groin Stab can | 


be a piercing attack because Eyedol's 
block is either all or nothing. 


A steady attack of Running Club Swings ee 
(€,MP=)+QP,¢<,>),+FP) or Ramming Club | 


Swings (»)--QP.€«, 9), FP) can put a seri- 
ous hurt on an opponent's power bar. 
Position is definitely the key to this ; 
attack. The space between the fighters 
gives you the opportunity to block any 
combo assaults by your opponent. 

Some players jump toward you when you 
start the Eyedol stomp because they 
expect you to throw three fireballs. You 


- should wait a few seconds to see what 


transpires and then push Medium Punch 


to stop stomping. Finally, let loose with a 


good combo after blocking his jump. 


_ After defeating Eyedol, you can execute 


one of two death moves. First, when he is 


— dizzy you can pound him with any regu- 


_ lar move, which makes him beat himself 
_ Up. Second, you can knock him into the 
air with a power move (an uppercut of 


some kind or an Ultra Combo) to send 


- him falling to his doom below. 


= УС. 
OTHER 
МИА С ACTERS 


Vs. SPINAL 


There are a few characters that Eyedol 
has trouble defeating. A big nemesis is 
Spinal because of his Teleport and Shield 
charge. There is a key to counteracting his 
teleport: right after Spinal teleports, per- 
form the Golf Club Swing. Eyedol can 


crush Spinal from the other side when he 
turns his back to start his swing forward. 
Remember that Spinal can teleport in the 
air, so if he jumps, wait until he is coming 
down before swinging the club. 


М5. FULGORE AND 
GLACIUS 


Fulgore and Glacius pose similar problems, 
but their moves are more difficult to 


‘defend with the Golf Club Swing. Fulgore 
сап teleport in front of or behind you with 


a Plasma Slice (or Dragon Punch), and 


ы Glacius can also keep you guessing. Also, 


Eyedol cannot hit Fulgore's Standing Block 
with a Ram Charge. 


Vs. SABREWULF 


Sabrewulf can duck under Eyedol's fire- 
balls, which makes it difficult to launch an 
effective offensive attack. You do have an 
advantage against Sabrewulf, because 
each time you knock one of his bats back 
at him, the bat follows you. If you can 
knock three bats back at him, Sabrewulf 
will be left with no bats to throw. 


Vs. CINDER 


It's important to walk toward Cinder if he 
is going to pass you in the air with a 
Human Fireball. This puts you in good 
position for a block if he decides to attack 
you from the rear with another Human 
Fireball. But if Cinder turns invisible, watch 
out! It will be extremely difficult to tell 
when or if he is going to execute a Human 
Fireball. To be on the safe side, throw a 
bunch of Golf Club Swings until you strike 
him. 


EYEDOL’s SPECIAL 
MOVES 
Fast Fireball x 
ЕР 
Medium Fireb: 
++ 0- 
Slow Fireball 
1,%,е) “ОР 
Fast Club Ground 
кок 
Medium Club Ground 
І>мк 
Slow Club Ground 
U+FK 
Groin Stab 
€ FP 
Overhead Attack 
FP 
Golf Club Swing 
‹,”)+ЕР 


Power-Up Stomp 
€ 4 MP 


m— — —— — | [| —— sss | 
OLOSOOTHUNDER 8% PRESS START 


£a SE ______ 
OLOSOOTHUNDER 8% PRESS START 


С X E 60 Sa) 
O252001HUNDER PRESS START 


Ramming Charge 


Kaller 


к (nstinct о x 


Ramming Golf Club Swing 
€,» + ОР, €, >) + ЕР 
Running Ramming Charge 
<=, MP,» + ОР 
Running Golf Club Swing 

€, MP, =) + ОР, e, =) + ЕР 
Air Juggle 
94] (“+ ОР 


COMBO BREAKER 
<=, >), - QP,MP, ог FP 


COMBO OPENERS 
Jump in the air + QP 


Филму ОР + FP 
<=, >), ОР + MK 


Jump in the air + FK 


COMBO ENDERS 


<=, >), ОР + FP/MK 
(оп the ground) 


€,» ЈЕР (in the air) 


COMBOS 
+ MP, € LA m) ЕР 


In the air, 4=, ОР, >) «FP, $, =) «ОР 


SI ЖАСЫ. 
022000 SPINAL 96 EVEDOL 


E 


In the air, <, МК, >) + ЕР 
In the air, <=, ЕР, ЕР, >) «FP 
<=, +ОР, <=, ЕР, ЕР, >) + ЕР 


<=, >) + ОР, <, МК, >) -FP (add Air 
Juggle for a 9-hit Blaster 
combo) 


бе) + ОР, <=, MK,» -QK, €,» + 
FP + Air Juggle 


«иу + ОР, <=, >) + ОР, (a, >) «ОР, 
€, MK,» -FP + Air Juggle 


€,>9+ QP, €, >) + ОР, 6,2) +ОР, 
€,FP,FP,>}+FP + Air Juggle 


To play as Eyedol, the final 
Boss, do the following: 


At the character select screen, 
choose Cinder 


At the Vs. screen, hold Right on 


the D-pad and press QP, QK, FP, 
MK, MP, FK 


In most fighting games, certain characters excel against certain others, and Killer Instinct is no exception. 
The fighting strategy on the following pages analyzes the best character matchups and the i moves that 
provide distinct fighting advantages. 


If you have mastered Cinder's fireballs, you should have no problems іп” thi matchup. Start Cinder's 
Human Fireball in the air, pass Spinal, and then return with a killer combo. is. move works extremely 
well when paired with Cinder's invisibility. —— 


alts all but one of Кіріогв Air attacks. 


Orchid сап rip Riptor to pieces with her Niguu Girl move, whic 
uch harder. She'has an extra- 


Orchid can start combos several ways, which makes brea ng t 


ihh 


пе ар Thunder with his fireball attacks, езре- 


Fulgore owns Thunder іп a о 
all of Thunder's Air аца helpless, leaving him 


cially on long screens. Fulgot 
with no орф but to accep 


This is always ‹ п ге an advantage because his jumps and Fierce kicks 
are stronger tha Jag - are also much easier to pull off than Jago’s. Riptor 
has more Air aac whic 


combo attacks. Also, the vertical control of Chief 
er or roll through several at a time. In effect, the 


_ This battle is a mi: ca iny weapons for Glacius to overcome. If its not Т.).5 
. Rising Knee or his reakers or his 3-hit Dizzy combos. It's very difficult for 
_ Glacius to drain m ic nb _ 


Jago's speed and str rchid. Jago's Jump Fierce kick is devastating and his 
combos are much ar Because of Jago's speed and strength, it makes it tough 


_ to execute even а x 1 45. 


Ç _ Spinal douses Cindel's flame in i Cinder’s invisibility is useless against Spinal, because 
_ Spinal can Teleportiand Slash to ‚ Cinder’s Mirage is useless, because Spinal can't throw 
any projectiles at will. 


| 


_ | 
Glacius should be successful again: ШИ because Sabrewulf can't block $f, , MP at certain distances. 


-The key to this fight is the mastery of G Все Pick—it can knock Sabrewulf out of any Air attack. 


ша attack (Fireball Trap), which makes this ап easy battle. 


Sabrewulf can avoi 
өріп Claw (after a Howl) to knock Fulgore across the screen 


Sabrewulf can then 
when he attempts to throw a projectile! 


95 


In the dark, unskilled and misled 
is no way to play video games... 


Get Informed! 


Subscribe now and receive the best Lee 
reviews, secrets and strategies on 
the hottest video games. 
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Killer Instinct" Game Genie Codes 


3C61-D4DF 
CBEC-37AF + 6DE8-3D0F 
+ 6D64-44D5 


CB64-4D61 


CCE8-47D2 
C8E8-47D2 
САЕ8-4702 
C2E8-47D2 
C3E8-47D2 
EEC1-34AF 
1D1B-1DA7 
C265-1467 + 60E6-47D2 
C265-1467 + 6ЕЕб-4702 
C265-1467 + 6BE6-47D2 
C265-1467 + 6FE6-47D2 
C265-1467 + 6DE6-47D2 
C265-1467 + 64E6-47D2 
C265-1467 + BOE6-47D2 
C265-1467 + CBE6-4702 
C265-1467 + CBEC-4702 
C265-1467 + CBE8-4D62 
C265-1467 + CBE8-4FA2 


MASTER CODE-MUST BE ENTERED в: 
Play as Eyedol š 


Start a game and watch the ending 
(use practice mode to select different characters) | 
Win after 1 victory 
Win after 2 victories 
Win after 3 victories 
Win after 4 victories oO 
Win after 5 victories 

Player one takes all damage 
Players can pass through each other 
Always fight Jago 

Always fight Combo 

Always fight Thunder 

Always fight Glacius 

Always fight Cinder 

Always fight Orchid 

Always fight Riptor 

Always fight Sabrewulf 

Always fight Spinal 

Always fight Fulgore 

Always fight Eyedol 


Killer Instinct and related names are trademarks of Nintendo/Rare. 


You need the moves, 
the skills, 
‚апа a... 


£. TOTAL RIZED 


ALL THE SPECIAL MOVES FOR EACH CHARACTER! 
ЕХ • 


FINISHING MOVES 


Send an opponent to a frightening Level Death 
with powerful Finishing Moves 


COMBOS 


Connect Openers, Linkers, and Enders to dizzy 
your opponent 


FIGHTING STRATEGY 


Humiliate your opponent with fierce fighting 
strategy 


GAME GENIE CODES! 


$9.99 US/$12.99 CAN 


Killer Instinct™ and Nintendo® are trademarks of 
Nintendo®. This book is published without the 
license, official seal, authorization, or participation 
of Nintendo®, or Rare Ltd. 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


7m 
No profit is made from these scans, nor do we offer г 
available from the publishers themselves. ` 

[f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


